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In	D&D's	history,	twice	now,	a	sourcebook	called	Oriental	Adventures	has	been	published	-	the	first	for	AD&D	1st	edition,	written	by	none	other	than	Gary	Gygax	himself,	and	the	second	for	3.0.	Both	times,	its	basic	purpose	has	been	to	provide	information	and	mechanics	to	assist	DMs	and	players	who	want	to	run	games	using	a	more	"Asian"	feel.	In
1e's	day,	this	was	inspired	by	the	chop-sockey	kung	fu	films	being	imported	from	China,	whilst	towards	the	day	of	3e,	anime	and	manga	were	starting	to	work	their	way	into	"nerd"	culture.	With	5e's	desire	to	bring	back	lots	of	old-school	material,	and	the	2010s	being	a	time	in	which	anime/manga	fandom	is	widespread,	it's	a	perfect	era	to	include	yet
another	take	on	this	classic	sourcebook.	But,	the	thing	is...	the	Oriental	Adventures	sourcebooks	of	the	past	have	not	been	entirely	good.	Honestly,	they've	been	kind	of	rubbish.	In	particular,	the	races	are...	pretty	awful:	Korobokuru	are	outright	called	"Oriental	Dwarves"	(and	culture-wise	are	pretty	close	to	halflings),	Spirit	Folk	are	Oriental	Elves	in
almost	every	way	that	matters,	and	Hengeyokai	take	the	fascinating	variety	of	shapeshifting	animal	yokai	of	myth	and	boil	them	down	to	one	super-bland	one-trick	race	that	tries	to	cover	the	entire	cluster	at	once.	3e	was	a	little	better,	with	the	Nezumi	ratfolk	and	the	Indian-based	Vanara	(who	are	also	excellent	choices	for	making	a	race	out	of	the
Monkeys	of	the	Mountain	of	Flowers	&	Fruit	-	aka,	the	offspring	of	the	famous	Son	Wukong/Son	Goku).	So,	yeah,	if	you	were	in	charge	of	making	the	5e	version	of	the	Oriental	Adventures	sourcebook,	what	would	you	put	in	it,	and	why?	Myself?	Well...	Reprinting	the	Honor	system	from	the	DMG	is	unavoidable,	as	is	the	Samurai	&	Kensai	subclasses
from	Xanathar's	Guide,	on	account	of	the	"PHB	+1"	methodology	that	5e	crunch	books	try	to	adhere	to.	Fluff	sections	on	the	importance	of	Family	&	Honor,	as	seen	in	both	versions	of	the	OA	splat	so	far,	are	also	important;	these	are	big	deals.	To	this,	I	would	add	a	discussion	on	the	uniquely	Eastern	approach	to	alignment,	which	is	far	less	black	and
white	than	the	Western	version	that	D&D's	9-grid	so	clumsily	tries	to	accommodate.	Most	importantly:	nothing	is	absolute	in	Eastern	alignment,	and	balance	is	more	directly	accorded	to	good	-	even	creatures	that	seem	"evil"	to	Western	eyes,	those	spirits	associated	with	the	negative	aspects	of	the	world,	have	an	expected	place	to	be	and	a	role	to	fill.
That's	why	demonic	and	monstrous	protagonists	are	so	common	in	modern	anime/manga.	Given	that	5e	tries	to	avoid	overly	complicated	rules	systems,	I	would	probably	avoid	giving	new	systems	for	Martial	Arts.	Maybe	make	feats	for	"special	techniques",	which	is	what	people	really	want	-	let	players	emulate	Street	Fighter	or	Wuxia.	The	Shaman,
Shugenja,	Sohei	and	Wu	Jen	all	have	some	potential	as	new	subclasses.	*	The	Shaman	is	tricky,	but	I	think	it	could	work	as	an	alternative	to	the	Life	&	Nature	Clerics;	a	lightly	armored	healer	who	also	focuses	on	attacking	"unnatural	creatures"	(Constructs,	Outsiders,	&	Undead).	*	The	Shugenja	in	3e	is	a	kind	of	Elemental	Wizard-Priest,	using	the
Sorcerer	as	its	basic	chassis.	In	5e,	I	would	probably	go	with	making	it	a	Sorcerous	Origin	that	sub-divides	its	features	&	powers	based	on	which	of	the	four	elements	you	are	devoted	to.	*	The	Sohei	is	a	Monk/Paladin	hybrid,	combining	monk	fighting	styles	with	limited	spell	use	and	broader	weapon	talents.	I	would	make	this	as	a	new	Monk	Tradition
that	grants	access	to	some	spells	and	heightened	weapon	abilities,	playing	off	of	its	Ki	mastery	-	sort	of	a	Paladin-esque	and	competently	done	version	of	the	4	Elements	Monk.	*	The	Wu	Jen	could	perhaps	work	as	a	new	Wizard	tradition,	although	it	needs	a	lot	of	work	to	make	its	5	Elements	Magic	focus	more	viable,	especially	as	the	Spell	Secrets
system	of	3e	does	not	work	in	an	edition	where	metamagic	is	a	Sorcerer	thing.	Its	subclass	features	could	support	this	elemental	theme,	or	give	it	some	Monkly	elements,	ala	that	one	version	from	AD&D.	Races	should	kick	the	"sacred	cow"	of	the	1e	OA	square	in	the	gonads.	Oriental	Fantasy	is	filled	with	all	manner	of	mystical	and	magical	beings
living	alongside	or	not	too	dissimilarly	from	humans;	what	does	it	say	about	D&D	when	the	sourcebook	on	Oriental	Fantasy	actually	results	in	a	less	fantastic	world	than	most	urban	fantasy	manga!	Name	of	the	game	is	to	bring	in	strong,	distinctly	Oriental	races,	which	makes	for	an	interesting	replacement	to	the	classic	Elves	&	Dwarves	&	Orcs.
Kneejerk	contenders	for	that	position?	*	Kitsune:	Without	a	doubt	the	most	famous	Oriental	Fantasy	race	in	the	world,	hands	down.	In	Pathfinder	can	make	them	an	interesting	PC	race,	then	surely	D&D	can	do	better	than	just	hiding	them	under	the	piece-of-rubbish	that	was	the	Hengeyokai,	Fox	race	option.	*	Tanuki:	Because	if	we've	got	the	kitsune,
we	should	try	and	bring	in	the	Tanuki	as	well.	If	Kitsune	are	the	"real"	elf-equivalent	of	Japan,	then	these	are	Japan's	dwarves.	Well,	its	gnomes,	at	least.	*	Bakeneko:	Because	the	catgirl	meme	will	not	die,	and	bakeneko	and	all	their	variants	are	deeply	intertwined	with	Japanese	folk-lore.	*	Kappa:	Though	their	monstrous	stories	are	more	famous,
kappa	are	also	said	to	be	friendly	to	humans,	having	taught	them	the	secrets	of	medicine	and	wrestling.	As	a	strength-focused	amphibious	small	race,	they're	certainly	more	interesting	and	unique	than	forest-dwelling	rural	bumpkin	halflings	(korobokuru).	*	Oni:	The	orcs	of	Japanese	mythology,	whilst	Oni	are	often	malevolent,	they	are	also	often	allied
to	the	gods	or	find	redemption.	You	telling	me	you	couldn't	get	an	RPG	hook	out	of	"you	were	sent	up	from	Hell	to	catch	a	monster/evil	spirit	that	escaped,	and	you	need	to	buddy	up	with	these	mortals	so	you've	actually	got	the	strength	to	drag	its	sorry	ass	back	to	Hell"?	*	Jorogumo:	Yeah,	I	know,	these	gals	are	always	portrayed	as	bad	guys	in	the
stories,	but	D&D	has	a	long	tradition	of	offering	bad	guy	races	-	orcs,	goblinoids,	gnolls,	ogres...	hell,	we	got	freaking	Yuan-ti	purebloods	in	Volo's	Guide,	and	they're	supposed	to	be	emotionless	world-conquering	cannibalistic	sociopaths.	Surely	D&D	can	reskin	Jorogumo	into	a	femme	fatale	"edgy"	PC	race,	alongside	the	tiefling	and	shadar-kai?	*
Vanara:	Whether	you	want	to	try	an	Indian-flavored	setting	or	reflavor	them	as	Chinese/Japanese	because	of	a	certain	monkey	god,	you	can't	beat	the	appeal	of	benevolent	butt-kicking	monkey	martial	artists.	*	Naga:	Now,	these	would	probably	need	to	either	be	Rokugan-style	"snake-folk	with	arms",	but	still,	this	is	a	friendly	race	in	Indian	mythology
and	it's	certainly	an	appealing	concept.	More	non-evil,	non-primitive	reptile	folk	in	D&D,	the	better.	*	Nezumi:	I	admit	I	don't	know	why	these	are	an	"oriental"	race	-	I	think	they	were	only	in	OA	3e	because	it	tried	to	double	up	as	a	Rokugan	Campaign	Setting.	But	I	like	ratfolk,	and	if	they're	good	enough	for	Rokugan	and	Kamigawa,	they're	good
enough	for	me!	There	are	certainly	other	possibilities	for	this	list,	but	my	understanding	of	the	fascinating	world	of	Oriental	Fantasy	races	is	less	than	stellar,	and	mostly	centered	on	Japanese	mythology.	That's...	all	I	can	think	of	as	necessary	for	a	5e	Oriental	Adventures	off	the	top	of	my	head.	What	about	you	folks?	Any	opinions?	log	in	or	register	to
remove	this	ad	Considering	it	is	an	offensive	term	for	Asian	cultures	I	hope	they	call	it	something	different.	Rokugan	is	the	world	for	Legend	of	the	Five	Rings,	so	you	will	not	be	seeing	that	used	in	any	5E	version.	Kara-Tur	is	the	Forgotten	Realms	Asian-equivalent	setting	that	they	would	go	back	to,	if	they	go	this	route	again.	Considering	it	is	an
offensive	term	for	Asian	cultures	I	hope	they	call	it	something	different.	I	suspect	they	are	more	offended	by	the	fact	that	mythologies	from	at	least	5	distinct	cultures,	as	well	as	their	hero	legends,	religions,	and	general	histories	have	been	mashed	into	one	great	big	"asian"	pile	of	goop.	Not	that	Europeans	fared	any	better,	and	Europeans	are	free	to
be	offended	by	that	too,	but	it's	still	somewhat	different	when	Westerners	mash	up	Western	Culture	than	when	Westerners	mash	up	Eastern	Culture.	But	on	that	note,	I	don't	want	them	to	pull	a	Blizzard	WoW	take	and	make	their	"Asian	adventures"	into	"China	adventures".	They	could	probably	skip	all	these	problems	by	coming	out	with	a	an	official
5E	setting	that	just	"happened"	to	include	a	generally	asian-styled	culture,	races	and	variant	classes.	But	then	ya	know,	they'd	have	to	actually	put	their	finger	on	a	specific	setting	and	run	with	it.	Unless	they	pulled	an	Avatar:	The	Last	Airbender	type	solution	and	made	an	entire	asian-themed	world.	"Offensive"	to	whom	-	the	people(s)	whose
mythology	is	being	portrayed,	or	somebody	who	has	only	outsiders'	knowledge	of	the	culture?	Let's	not	unload	a	heap	of	intellectual	nonsense	where	it	isn't	needed.	Or	wanted.	Tales	of	the	Celestial	Kingdom(s)	might	best	be	organized	pseudo-IRL.	The	"standard"	mythos	would	look	an	awful	lot	like	China.	(Including	a	secular	philosophy	of	The	Public
Good.)	Regional	variants	can	describe	Japan,	Korea,	Vietnam,	the	Silk	Road	cultures,	Mongols	/	other	steppe	nomads,	Tibet,	and	the	Siberian	tribes	-	all	of	whom	were	influenced	to	various	degrees	by	Chinese	culture,	and	each	of	which	took	what	they	received	and	ran	with	it	to	various	degrees.	Well,	first	I'd	start	by	calling	it	something	else	(WotC
got	flack	for	it	in	3e,	perhaps	they'll	learn	this	time).	Call	it	something	like	"Kara-Tur	Adventurer's	Guide",	and	make	like	SCAG,	and	be	a	gazetteer	of	Kara-Tur	with	some	player	options.	Second,	unlike	the	previous	two	incarnations,	I'd	make	it	so	that	it	wasn't	just	Japanese	stereotypes	hammered	to	death,	with	a	few	other	Asian	culture	elements
thrown	in	as	an	afterthought.	You'd	think	that	there	would	at	least	more	Chinese	elements	included,	given	its	cultural	influence	on	the	surrounding	countries.	I	would	not	reinvent	the	wheel	just	to	give	it	an	Asian	name—armor,	weapons,	and	classes	I'm	looking	at	you.	You	don't	need	a	katana	when	the	D&D	longsword	is	a	functional	equivalent,	you
don't	need	a	specific	samurai	armor	when	it's	already	covered	by	scale,	banded	(oops!	5e	got	rid	of	banded,	and	kept	the	non-existant	splint.	smh),	and	half	plate.	(And	speaking	of	Japanese	armor,	let's	forget	about	the	o	yoroi—it's	an	early	period	armor	that's	functionally	equivalent	to	scale	and	was	supplanted	by	later	designs.)	You	don't	need	a
yakuza	subclass	because	it's	already	covered	by	the	thief	subclass	and	the	criminal	background.	I	would	not	include	rules	for	honor.	Roleplay	that	crap,	like	you	do	alignment.	I'd	keep	Korobokuro	as	they're	based	on	Ainu	legends,	but	I'd	equate	them	more	to	halflings	than	dwarves.	I'd	also	keep	hengeyokai,	because	we	don't	need	a	separate	race	for
every	shapechanging	animal	in	Asian	folklore	(and	because	the	abilities	of	each	shapechaning	animal	don't	actually	vary	much),	and	I'd	give	them	spells	in	the	same	manner	as	drow	and	tieflings	(I'd	go	with	dancing	lights,	disguise	self,	and	alter	self).	I'd	include	dragonborn	options	based	on	the	lung	dragons.	Additionally,	I'd	try	to	dredge	up	some
race	option	from	a	non-Japanese	culture	(sorry,	Japan,	I	love	you,	but	we	can't	have	you	hog	the	spotlight	like	you	did	the	last	two	iterations).	Vanara	were	a	good	addition	from	3e.	I'd	reluctantly	keep	spirit	folk	because	they're	already	established	in	FR/Kara-Tur	lore.	No	effing	cat	girls.	I'd	include	a	shaman	subclass	for	druids	that	uses	the	wildshape
ability	to	temporarily	summon/banish	spirits	(in	a	similar	way	that	the	spore	druid	uses	it	to	power	a	non-shapeshifting	ability),	and	note	that	in	some	countries	(like	Kozakura	and	Wa)	it's	called	a	"shugenja",	and	in	other	countries	(like	Shou	Lung	and	Tu	Lung)	it's	call	a	"wu".	Also,	a	wizard	subclass	that's	an	homage	to	Taoist	mystics	of	legend	(and
no	call	it	a	wu-jen,	as	that's	a	made	up	term).	No	ronin	subclass	(really,	1e?).	We've	already	got	a	samurai	subclass,	so	we	don't	need	that	(I'd	also	note	that,	as	a	social	position,	that	any	class	could	be	a	samurai).	A	paladin	subclass	that	nods	at	the	sohei.	Shadow	monk	and	assassin	rogue	already	cover	ninja	and	their	equivalents.	Some	new/alternate
version	backgrounds.	Maybe	a	few	new	feats.	Maybe	some	quasi-supernatural	ones.	New	spells.	There	were	plenty	of	neat	spells	from	both	the	1e	&	3e	OA.	Bring	'em	back.	Monsters!	If	the	previous	OAs	shed	their	Japanese-centricity	anywhere,	it	was	in	the	monster	list.	So,	let's	bring	back	those	monsters.	Personal	Desire:	Get	ride	of	all	the	Wade-
Giles	transliterations	of	Chinese,	and	go	with	Pinyin	instead.	1)	Don't	call	it	Oriental	Adventures	2)	Hire	authors	who	are	native	to	the	cultures	represented	3)	Make	it	an	adventure	Hiya!	Well,	I'm	gonna	disagree	with	the	OP	on	many,	many	things.	If	I	was	to	do	a	5e	version	of	OE,	it	would	be	very	true	to	the	1e	version.	Every	version	after	that	was	a
pale	imitation	that	failed	on	many	different	fronts,	from	my	point	of	view.	First...the	whole	anime/manga	thing?	Yeah...just	get	that	RIGHT	out	of	yer	noggin'	right	now.	The	1e	OE	didn't	have	any	of	that	feel	to	it.	It	felt,	to	me,	more	like	a	baseline	of	"Samurai	and	Ninja"	movies	made	by	japanese/korean/chinese	(Yojimbo,	7	Samurai,	Heaven	&	Earth,
etc...oh,	except	for	the	SHOGUN	mini-series	that	aired	on	TV....I	freaking	LOVE	that	'movie'!).	Now,	toss	in	some	"Kung	Fu	Theater"	for	some	amusingly	over	the	top	stuff	and	PRESTO!	First	Edition	AD&D	Oriental	Adventures.	Basically,	do	that,	but	with	the	5e	system.	For	Martial	Arts...definitely	would	have	to	have	it's	own	"sub-system".	IMHO,	just
reducing	it	all	to	the	OPTIONAL	(!)	Feat	system	would	be	whole	inadequate.	It	wouldn't	"feel"	like	I	was	performing	any	sort	of	"martial	art	awesomeness",	and	would	instead	feel	like	"Oh,	yeah.	I	took	that	feat	so	I	do	d10".	Bleeachy!	The	only	thing	I'd	tweak	would	be	the	"effectiveness"	of	the	MA	damages	vs.	weapons/spells.	IMHO,	if	you	aren't	a
Monk,	Shoei,	Kensai,	or	Wu	Jen...then	you	shouldn't	be	doing	the	same	'deadly	1:1	damage'	as	some	Bushi	with	a	naginanta.	Everyone	who	learns	MA	(which,	lets	face	it,	is	about	98%	of	any	OA	NPC)	would	have	learned/trained/developed	their	MA	style	to	beat	others.	And	when	I	say	"others"	I	mean	humans	(and	'demihumans'...it	is	fantasy,	after	all)
style	of	MA.	Some	tea	house	Kung	Fu	master	should	wipe	the	floor	against	any	boisterous	drunkard	who	starts	something	in	his	tea	house...but	when	an	Oni,	Pan	Lung,	or	Bajang	pops	up?	Well,	any	'attack'	should	be	much	less	effective!	I	think	a	couple	tweaks	to	the	three	OA	non-human	races	(Korobokuru,	Hengeyokai,	and	Spirit	Folk)	might	be	in
order....stronger/more	drawbacks,	but	stronger/more	powerful	'otherworldly	stuff'.	Classes?	About	perfect,	really.	All	of	them	felt	like	they	had	their	own	niche	in	the	world.	With	the	choices	for	'customizing'	many	of	them	built	in	(e.g.,	Kensai	and	his	chosen	weapon,	Wu	Jen	and	their	'5-Elements'	type	spells,	etc),	I	think	each	could	have	one	or	two
Arch-Types	would	be	more	than	enough	to	cover	anything	a	campaign	may	need.	Now,	when	they	get	to	the	'Campaign	Setting"	aspect.	THIS	is	where	I'd	like	to	see	a	bit	more	effort.	Chinese,	Japanese	and	Korean	are	obviously	the	focus...but	India,	Mongolia,	Vietnamese,	Philippines,	etc	should	have	at	least	a	couple	pages	about	how	to	incorporate
some	of	those	cultures/histories/fables.	Better	still,	put	out	a	separate	"campaign	add-on"	book/box	that	could	add	more	in-depth	setting	stuff	for	that.	Oh,	and	one	last	thing:	Considering	it	is	an	offensive	term	for	Asian	cultures	I	hope	they	call	it	something	different.	Sorry,	Chuck,	but...no.	I	do	not	find	it	an	offensive	term.	I	don't	know	your	lineage,
but	my	last	name	should	give	away	the	majority	of	mine.	I	don't	speak	for	"all	orientals"	(or	all	swedes,	or	german,	or	cherokee...my	other	'major	bloodlines'	in	my	family),	and	neither	should	you.	Perhaps	"I	consider	OA	a	bit	of	an	offensive	term,	and	would	welcome	a	changed	name/title"	would	have	been	better.	'Nuff	said.	Game	on!	^_^	Paul	L.	Ming
The	Philippines	especially	are	so	full	of	myths	and	legends	of	strange	creatures/monsters,	I	wish	they	would	be	added	to	D&D	as	official	content	(in	fact,	a	forum	member	made	a	pretty	good	effort	to	create	a	5th	edition	version	of	one	of	my	favorite	Filipino	monsters,	the	Aswang,	a	while	back).	By	the	way,	this	may	be	a	dumb	question,	but	why	is	the
name	Oriental	Adventures	offensive?	It	would	probably	have	to	be	Forgotten	Realms	-	based,	since	what	people	are	generally	after	is	a	fantasy	version	of	real-world	culture,	and	FR	is	the	setting	that	tends	to	do	that.	However	that	leads	in	to	the	point	that	people	don't	just	want	Kozakura	(fantasy	Japan).	They	probably	also	want	Shou	Lung	(fantasy
China)	and	possibly	other	area	as	well.	(Does	FR	have	an	India	analoque?)	Rules-wise,	the	existing	classes	cover	most	concepts,	although	some	reprinting	might	be	needed	for	the	AL	situation.	"Martial	Arts"	in	the	current	system	is	covered	by	attack	and	damage	rolls	but	an	optional	system	for	those	groups	wanting	to	go	"full	Wuxia"	like	Monks	do
could	be	included,	balanced	against	existing	systems	for	those	who	want	to	bring	it	into	more	general	play.	A	run-down	of	the	races	unique	to	the	area	suitable	for	PCs	would	probably	be	necessary.	Some	might	be	reskinned	current	races,	others	would	probably	have	to	be	new.	Probably	most	importantly,	a	run-down	of	the	culture	of	the	areas	would
probably	also	be	the	trickiest	part	of	the	book.	Making	an	interesting	and	unique	Kara-Turan	culture	probably	won't	satisfy	those	who	want	'fantasy	Japan',	but	making	'fantasy	Japan'	(and	kludging	together	hundreds	of	years	of	history	and	change,	probably	with	a	dash	of	other	cultures	that	they	were	actively	opposed	to)	is	likely	to	be	rather	offensive
to	some.	I	wouldn't	be	entirely	unsurprised	if	WotC	left	it	to	the	DMsGuild	to	produce	that	sort	of	thing.	Really	simple	1:	Ditch	Spirit	Folk	entirely.	Give	me	a	myth	where	they	appear,	and	I	might	consider	not	throwing	them	to	the	wayside.	2:	Split	Hengeyokai	into	the	various	races	Kitsune:	Powerful	master	illusionists	Tanuki:	Irrelevant	pranksters
Nekomata/Bakeneko:	Just	merge	the	various	types	of	cat	monsters	together.	Necromancer	soul-stealing	cats	who	can	turn	into	anyone	they	kill.	Also	can	turn	into	giant	cats	that	can	devour	pretty	much	anything.	There's	yer	cat	people,	have	fun.	There	is	no	cat	girl.	There	is	entirely	"Murdering	a	man	and	devouring	his	corpse,	and	then	living	his	life"
Jurogama:	Once	again,	merge	the	two	types.	Give	them	the	more	bandit	thing	of	the	other	spider	yokai	Moon	Rabbits:	Descendants	of	the	rabbits	who	went	to	the	moon	with	Various	Underwater	Creatures:	Honestly,	if	I	was	going	to	group	a	bunch	together	and	just	say	"Grab	this	stat	if	you	want",	this	is	the	one	I	would.	You're	a	shark,	a	crab,	a	turtle
or	an	oarfish	who	can	turn	into	a	person	and	comes	from	a	magical	Namazu:	You're	a	namazu.	You're	a	catfish	who	can	grow	arms	and	legs.	No	human	form	for	you.	Just	arms	and	legs.	Let	me	have	this	hilarious	race.	Also	click	for	the	actual,	canonical	voice	of	all	Namazu	Naga:	They	appear	in	both	Chinese	and	Indian	mythology,	so	a	no-brainer	3:



Add	eastern	dragons/ryu/long/whatever	we're	calling	them	today	as	a	race.	You	get	your	full	powers	if	you	have	your	dragon	pearl,	which	is	being	kept	by	Ryuujin	or	whatever	equivalent	FR	has	so	you	don't	go	off	and	cause	chaos	and	also	so	it	doesn't	get	stolen	1:	Ditch	Spirit	Folk	entirely.	Give	me	a	myth	where	they	appear,	and	I	might	consider	not
throwing	them	to	the	wayside.	I	believe	they're	supposed	to	represent	actual	playable	kami,	with	the	Bamboo	Spirit	Folk	in	particular	probably	descending	from	the	Tale	of	Princess	Kaguya,	just...	watered	down	for	being	PC-level,	sort	of	like	how	D&D's	elves	are	technically	capable	of	tracing	their	lineage	to	the	Sidhe,	Seelie	and	Unseelie.	1)	Don't	call
it	Oriental	Adventures	Agreed.	Enough	people	consider	the	term	offensive	that	they	should	choose	something	else.	2)	Hire	authors	who	are	native	to	the	cultures	represented	Again,	agreed.	At	the	very	least	they	need	to	consult	very	heavily	with	local	experts.	I	don't	think	I	agree	with	this.	Rather,	I'd	present	the	new	OA	much	like	the	old	ones	-	a	full-
blown	reskinning	of	the	PHB,	with	region-appropriate	races,	classes	(not	subclasses),	and	spells,	and	an	assumption	that	you	will	use	these	options	by	default	(rather	than	just	transplanting	your	Elf	Fighter	to	Kara-Tur	and	calling	it	good).	I	would	certainly	include	an	adventure	in	the	book,	but	I	wouldn't	make	it	just	an	adventure	-	the	topic	is	big
enough	to	need	more	than	that,	IMO.	Considering	it	is	an	offensive	term	for	Asian	cultures	I	hope	they	call	it	something	different.	"Offensive"	to	whom	-	the	people(s)	whose	mythology	is	being	portrayed,	or	somebody	who	has	only	outsiders'	knowledge	of	the	culture?	Let's	not	unload	a	heap	of	intellectual	nonsense	where	it	isn't	needed.	Or	wanted.
Well,	like	it	or	not,	language	evolves.	The	term	'The	Orient'	and	it's	derivatives	like	'oriental'	have	fallen	out	of	favor	to	a	significant	number	of	people	inside	and	outside	of	the	culture.	Regardless	whether	or	not	you	personally	respect	the	arguments	against	the	term,	at	best	it's	tacky	and	dated,	and	using	the	title	doesn't	fit	the	way	D&D	is	designed
now.	1)	Don't	call	it	Oriental	Adventures	2)	Hire	authors	who	are	native	to	the	cultures	represented	3)	Make	it	an	adventure	Yeah,	this.	I've	read	the	discussion	around	Tome	of	Annihilation,	and	there	are	some	dumb	choices	in	that	book	that	are	a	regression	from	the	sensitivity	and	diversity	of	core	5E.	From	the	things	the	most	involved	critics	were
saying,	they	were	perceived	as	mostly	inadvertent,	and	easily	addressed.	I'd	like	to	see	what	skilled	game	writers/designers	with	direct	cultural	experience	have	to	bring	in	-	instead	of	just	retreading	the	same	ground	as	older	editions,	we	could	get	some	more	flavorful	and	fresh	takes	that	pulls	from	sources	that	have	been	overlooked	until	now.	Last
edited:	Jan	16,	2018	Honestly,	I'd	love	a	Kara-Tur	Campaign	guide.	I	love	the	stories	in	the	realms	but	I'm	so	tired	of	Aber-Toril	it	would	be	exciting	to	explore	Kara-Tur	and	flesh	out	the	continent	more.	What's	the	Underdark	like	in	Kara-Tur?	What	secrets	are	there?	I'm	sure	some	of	this	has	been	addressed	but	it's	called	Forgotten	Realms	for	God's
sake	so	why	find	some	of	them	again.	How	would	I	do	5e	OA?	I	wouldn't.	The	problem	with	OA	and	Kara-tur	is	they	try	to	distill	and	cram	ALL	East	Asian	cultures	into	a	single	setting.	There	is,	LITERALLY,	no	way	to	bring	that	up	to	current	that	is	respectful	of	the	cultures	they	seek	to	emulate.	If	one	wants	to	create	a	setting	guide	for	East	Asian
themed	D&D	adventures,	you	would	probably	need	to	release	a	full	line	with	separate	books	for	regions	based	on	each	culture.	The	Fantasy	East	Asia	must	be	as	large	and	diverse	as	real	East	Asia.	And	frankly	they	should	be	written	and	edited	by	people	from	each	respective	culture.	Fantasy	China	and	Fantasy	India	each	should,	honestly,	be	larger	in
size	and	setting	material	volume	than	the	main	Forgotten	Realms	setting	which	is,	after	all,	Fantasy	Western	Europe.	I'm	pretty	sure	that	if	you	find	the	D&D	groups	in	each	region,	you'll	find	that	someone	has	already	written	most	of	a	setting	book	for	their	region	anyway.	TLDR:	Scrap	OA	and	Kara-Tur,	put	out	a	call	in	Asian	countries	for	setting
submissions,	compile	them	into	multiple	books,	don't	try	to	blend	all	East	Asian	culture	into	a	single	setting.	Simple	a	Kara	Tur	regional	source	book.	Page	2	log	in	or	register	to	remove	this	ad	Well	now	it	gets	weird.	I	respect	totally	that	someone	is	offended	by	a	term	because	something	is	associated	with	it.	But	the	classical	orient	was	a	rich	culture
with	loads	of	progress	some	of	it	world	leading	during	historic	periods	in	mathematics,	medicine	,	astronomy	and	other	sciences.	They	invented	things	like	paper,	gun	powder,	chess,	found	the	concept	of	a	number	0	etc.	The	highly	developed	martial	arts	coupled	with	philosophies	are	in	no	way	negative.	Almost	every	one	loves	asian	food.	So	what
association	of	a	medieval	Orient	has	got	a	negative	conotation	to	american	asians	living	today?	I	well	could	understand	if	they	were	offended	if	compared	/associated	with	some	of	the	mess	going	on	in	some	of	the	countries	which	occupy	some	of	these	areas	in	the	present	time.	But	maybe	someone	can	explain	to	me	because	living	in	europe	that	fact
was	totally	new	to	me.	Yea	now	i	did	read	[MENTION=6801286]Imaculata[/MENTION]	's	link	-	People	cmon!	It	is	about	context!!!	I	would	never	call	a	present	person	of	asian	heritage	an	oriental.	But	medieval	oriental	adventures	that	is	a	total	different	thing.	In	fact	if	we	stay	with	the	official	product	line	they	took	place	in	Kara	Tur	not	in
Orientalistan.	Now	that	the	Name	Kara	Tur	is	established	you	might	use	it,	but	still	how	does	someone	not	familar	with	that	FR	sidekick	campaign	check	out	that	he	gets	a	ninja,	samurai	and	dervish	style	campaign	by	the	product	name?	Follow	up	question.	Why	is	putting	every	Asian	culture	in	a	blender	and	taking	elements	for	your	setting	wrong.
Have	we	not	done	the	same	to	European	cultures	with	most	D&D	settings?	Follow	up	question.	Why	is	putting	every	Asian	culture	in	a	blender	and	taking	elements	for	your	setting	wrong.	Have	we	not	done	the	same	to	European	cultures	with	most	D&D	settings?	Ya	I'm	not	sure	why	either.	I'm	sure	that	not	all	the	people	who	have	written	them	were
of	European	decent	and	quite	frankly	I	dont	give	a	hoot	who	writes	about	fantasy	settings	that	resemble	historical	cultural	settings.	Follow	up	question.	Why	is	putting	every	Asian	culture	in	a	blender	and	taking	elements	for	your	setting	wrong.	Have	we	not	done	the	same	to	European	cultures	with	most	D&D	settings?	I	guess	I	would	have	to	say,
because	European	culture	in	the	time	period	we	use	as	a	basis	for	Fantasy	Settings	is	far	more	homogeneous?	Most	of	our	fantasy	settings	are	based	on	High	Medieval	to	Early	Renaissance.	Time	periods	where	most	of	Europe	was	unified	into	one	or	two	empires.	The	Carolingian	empire,	The	Byzantine	and	Frankish	Empires,	the	Holy	Roman	Empire.
Nearly	everyone	shared	a	religion,	They	were	all	Christian,	through	much	of	it	All	Catholic	(excepting	OF	COARSE	the	Jewish	and	Muslim	minorities).	While	different	areas	obviously	had	their	own	customs	and	languages,	at	the	same	time	they	were	bound	by	the	same	laws,	had	the	same	religious	doctrines,	and	generally	had	to	learn	at	least	a	little	of
a	common	language	for	trade	and	legal	reasons.	The	term	Lingua	Franca	comes	from	this	time	for	a	reason.	It's	why	fantasy	settings	HAVE	"Common"	as	a	language.	Even	after	the	empires	collapsed	and	smaller	monarchies	emerged	again,	ALL	THE	NOBLE	FAMILIES	OF	EUROPE	WERE	BLOOD	RELATIVES.	The	Rulers	of	all	the	countries	started
out	as	first	or	second	cousins,	and	since	nobility	was	supposed	to	marry	nobility,	the	sons	and	daughters	of	kings	married	the	sons	and	daughters	of	kings	from	other	nations,	keeping	all	the	royal	families	linked.	Yea,	up	unto	the	modern	day.	Kaiser	Wilhelm	was	the	Nephew	of	Edward	VII	(King	of	England	leading	up	to	WWI)	and	First	Cousin	of
George	V	(King	During	the	war	through	the	late	30's)	So,	while	Western	Europe,	yes,	does	have	some	cultural	differences,	they	are	on	the	same	scale	that	Brooklyn,	Texas,	and	San	Francisco	have	Cultural	differences.	Also,	it's	worth	noting,	The	process	of	Blending	and	Cherry	Picking	bits	and	pieces	of	all	White	Western	European	Christian	Cultures
to	make	High	Fantasy	settings,	was	done	BY	White	Western	European	Christians	(or	people	of	such	descent).	E.G.	JRR	Tolkien,	CS	Lewis,	et	al.	So	would	it	be	okay	to	call	it	Asian	Adventures?	Or	is	that	also	offensive?	I	honestly	don't	know.	I	never	knew	oriental	was	considered	an	offensive	word.	Probably	a	bad	idea	also,	since	it	doesn't	occur	in	Asia.
It's	better	tied	to	a	specific	setting.	For	example,	they	didn't	call	the	Sword	Coast	Adventurer's	Guide	"Eurpoean	Adventures".	[sblock]I	wonder	if	the	debate	around	the	word	'oriental'	is	an	'American	thing'?	I	know	it	is	a	no-no	according	to	federal	law	now.	My	co-worker's	PHD	is	in	the	area	of	Oriental	Studies	-	I've	always	wondered	how	that	figures
in	to	the	debate.	I'm	originally	from	the	UK	but	have	lived	in	Japan	and	Taiwan,	having	relationships	with	lovely	people	in	both	countries	and	have	dealt	with	the	uglier	side	of	prejudice	though	never	encountered	folks	using	the	word,	'oriental'	in	an	attempt	to	be	offensive.	They	seem	to	have	more	than	enough	physically	descriptive	terms	to	choose
from!	Saying	this,	I	have	met	some	of	the	most	well	spoken	and	behaved	people,	who	have	been	careful	to	never	use	a	word	one	might	consider	a	slur,	and	yet	have	displayed	utterly	disgusting	behavior	towards	people	from	other	countries	and	cultures.	So	I'm	a	firm	believe	of	the	intent	being	more	important	than	a	specific	word	or	phrase.	However,
with	regards	to	WOTC,	being	an	American	company	first	and	foremost,	it	would	be	wise	to	drop	the	phrase	Oriental,	simply	to	reduce	the	amount	of	complications	it	might	cause.	[/sblock]	If	they	focus	on	Japanese	culture,	I	think	they	should	go	with,	'The	Big	Beautiful	Book	of	Weebo	Wonders'.	There	should	be	a	half-naked	cat	lady	of	questionable	age
on	the	front	cover.	Then	they	could	re-brand	the	PHB	as,	'The	Original	Occidental	Handbook	for	Players'.	So	would	it	be	okay	to	call	it	Asian	Adventures?	Or	is	that	also	offensive?	I	honestly	don't	know.	I	never	knew	oriental	was	considered	an	offensive	word.	I'm	the	wrong	person	to	ask,	as	I'm	not	Asian.	But	I	don't	think	it	would	be.	Personally,	I
wouldn't	refer	to	it	as	Asian	Adventures.	But	that	simply	because	it	refers	to	a	real-world	area	and	breaks	the	fantasy	vibe.	I'd	have	the	same	problem	with	a	"European	Adventures"	for	the	same	reason.	Of	course,	that's	just	me.	So	would	it	be	okay	to	call	it	Asian	Adventures?	Or	is	that	also	offensive?	I	honestly	don't	know.	I	never	knew	oriental	was
considered	an	offensive	word.	Must	be	an	american	thing.	Funny	how	they	make	a	fuss	about	a	term	like	oriental	but	are	fine	with	how	the	vistani	are	presented	in	CoS.	That	would	be	a	no-go	from	an	european	POV	So,	while	Western	Europe,	yes,	does	have	some	cultural	differences,	they	are	on	the	same	scale	that	Brooklyn,	Texas,	and	San	Francisco
have	Cultural	differences.	Now	this	would	cause	a	lot	of	western	europeans	to	make	a	big	fuss	Follow	up	question.	Why	is	putting	every	Asian	culture	in	a	blender	and	taking	elements	for	your	setting	wrong.	Have	we	not	done	the	same	to	European	cultures	with	most	D&D	settings?	Personally,	I	don't	think	it's	terribly	wrong,	but	unfortunately	that
hasn't	been	done	in	D&D.	It's	typically	Japanese	culture	spammed	with	some	other	Asian	cultures	sprinkled	in	as	an	afterthought	(ooh,	have	a	Mongolian	barbarian,	a	Chinese	Kung-Fu	Monk,	and	a	Chinese	Taoist-style	Wizard,	with	your	seven	Japanese-inspired	classes).	I	think	it'd	be	better	if	an	fantasy	Asian	sourcebook	actually	gave	a	more
equitable	amount	of	space	devoted	to	elements	derived	from	different	cultures.	That's	why	I	think	that	making	it	a	Kara-Tur	sourcebook	would	be	a	better	way	to	go,	as	Kara-Tur	has	countries	based	on	multiple	East	Asian	cultures	(of	course	it	has	two	Japans	and	two	Chinas,	but	at	least	it	has	more	that).	What?	The	Germans,	the	British,	the	French,
and	the	Italians	aren't	all	exactly	the	same?	Huh.	Well,	duh!	The	Germans	have	bratwurst,	the	British	have	spotted	dick,	the	French	have	baguettes,	and	the	Italians	have	spaghetti.	Now	this	would	cause	a	lot	of	western	europeans	to	make	a	big	fuss	I've	lived	and	traveled	in	Europe,	and	I've	lived	and	traveled	in	the	US.	There	is	a	MUCH	bigger
difference	in	culture	and	attitude	between	Southern	California	and	Texas,	and	between	Germany	and	France.	Don't	let	the	(mostly)	shared	English	language	between	the	two	fool	you.	The	culture	is	as	different	as	Germany	and	Turkey,	in	my	experience	if	I	were	to	make	a	comparison.	California	is	much	more	like	western	Europe	with	progressive
views,	and	Texas	is	much	more	like	a	theocracy	with	deep	conservative	views.	So	if	western	Europeans	made	a	fuss	about	that	claim,	it's	only	because	they	have	never	seen	the	difference	between	Californians	and	Texans.	There	is	also	more	literal	distance	between	California	and	Texas	than	most	western	European	countries,	which	makes	a	big
difference	as	well.	Last	edited:	Jan	16,	2018	Page	3	Texas	is	much	more	like	a	theocracy	with	deep	conservative	views.	This	is	pretty	ridiculous	if	you	actually	bother	to	learn	anything	more	than	broad	stereotypes.	Try	going	to	a	major	city	next	time	maybe?	Houston	is	the	most	diverse	city	in	the	US,	and	elected	one	of	the	first	openly	gay	mayors	in
the	US	(three	times!).	But	hyuk,	hyuk,	us	Texans	are	a	bunch	of	idiots!	Rural	areas	everywhere	are	mostly	conservative,	population	centers	are	mostly	progressive.	log	in	or	register	to	remove	this	ad	So....	I've	done	both,	and	I	could	not	disagree	more,	both	as	stated,	and	because	of	what	we	are	discussing.	First,	America	is	largely	homogenized.
Whether	you	are	in	South	Beach	(Miami),	Boston,	the	Texas	panhandle,	Minnesota,	Orange	County,	or	Idaho,	you	will	find	the	same	McDonalds,	most	of	the	same	chain	stores,	and	people	that	watch	(largely)	the	same	selection	of	networks	and	streaming	services.	Are	there	differences?	Yeah!	But	there	are	differences	everywhere-	just	like	the
difference	between,	say,	Boston	and	Los	Angeles	might	be	less	than	the	difference	(in	some	ways)	than	the	difference	between	Venice	Beach	and	Riverside	(CA).	Some	of	California	is	incredibly	progressive	-	but	then	again,	so	is	Austin.	That's	not	really	saying	much.	Most	importantly,	there	is	a	shared	history-	a	United	States	history,	that	people	point
to.	People	are	not	a	citizen	of	a	state	(well,	except	for	some	people	we	won't	mention),	they	are	a	citizen	of	the	United	States.	While	the	EU	has	homogenized	things	to	a	much	greater	extent,	the	differences	between	different	European	countries,	and	the	inhabitants	therein,	dwarfs	those	in	America.	Moreover,	this	is	about	history.	Whatever
homogenizing	effects	might	have	occurred	in	the	last	50	years	aren't	relevant	to	the	histories	(which	is	what	we	were	discussing).	D&D	takes	all	of	that	European	history,	excerpting	from	Rome	on	through	the	early	1800s	(often	through	the	added	prism	of	German	and	British	writers)	and	puts	it	in	a	blender.	And	it	works,	for	a	game.	But	that	doesn't
mean	that	the	wells	that	it	draws	from	aren't	distinct.	I	guess	we	just	disagree	then.	You	know,	Germany,	France,	Britain,	etc	all	have	McDonalds	too....	I	understand	that	Western	European	countries	have	exponentially	more	history	than	in	the	US,	but	as	far	as	current	cultural	differences	go,	from	what	I've	seen	there	are	greater	differences	between
say,	New	York	and	Alabama,	than	between	Germany	and	France.	Before	people	lose	their	marbles,	I'm	not	saying	there	are	NO	differences	between	Germany	and	France,	but	that	there	are	more	similarities	than	between	New	York	and	Alabama.	Many	of	these	differences	can	be	measured	as	well,	such	as	education,	health	care,	jobs,	etc.	There	is	a
bigger	gap	between	New	York	and	Alabama	then	many	western	European	countries	in	these	metrics.	It's	a	fact	that	the	south	is	run	more	like	(and	they	want	it	that	way)	a	Christian	theocracy	than	New	York.	Just	look	at	the	bills	being	proposed	and	passed	on	state	levels,	and	the	words	from	the	actual	leaders	of	those	states.	This	is	pretty	ridiculous	if
you	actually	bother	to	learn	anything	more	than	broad	stereotypes.	Try	going	to	a	major	city	next	time	maybe?	Houston	is	the	most	diverse	city	in	the	US,	and	elected	one	of	the	first	openly	gay	mayors	in	the	US	(three	times!).	But	hyuk,	hyuk,	us	Texans	are	a	bunch	of	idiots!	Rural	areas	everywhere	are	mostly	conservative,	population	centers	are
mostly	progressive.	I've	spent	lots	of	time	in	Dallas.	What	is	ridiculous	is	you	making	a	straw	man.	I	never	said	Texans	are	a	bunch	of	idiots,	or	anything	close.	So	you're	either	making	a	strawman	because	you	can't	actually	argue	what	I	really	said,	or	you	are	assuming	"conservative"	=	"idiot",	because	that's	the	only	word	I	actually	used.	Which	of
course	would	illustrate	your	biases...I	never	implied	anything	of	the	sort.	We're	also	not	talking	about	isolated	pockets,	we're	comparing	US	states	vs	western	European	countries.	And	states	like	Texas,	or	Alabama	as	a	whole	are	culturally	much	different	than	New	York	or	California,	and	we	have	a	slew	of	data	that	illustrates	this.	(And	so	you	don't	get
confused	again,	different	doesn't	mean	worse.	it's	just	different.)	If	I	was	to	do	a	5e	version	of	OE,	it	would	be	very	true	to	the	1e	version.	Every	version	after	that	was	a	pale	imitation	that	failed	on	many	different	fronts,	from	my	point	of	view.	There	has	literally	only	been	one	OA	since	1e,	and	whilst	I	admit	the	3e	version	was	a	bit	too	hung	up	on
doubling	as	a	Rokugan	D20	corebook,	I	still	consider	it	superior	to	the	1e	version,	simply	because	it	lacks	Gygax's	obsession	with	low	fantasy.	First...the	whole	anime/manga	thing?	Yeah...just	get	that	RIGHT	out	of	yer	noggin'	right	now.	The	1e	OE	didn't	have	any	of	that	feel	to	it.	It	felt,	to	me,	more	like	a	baseline	of	"Samurai	and	Ninja"	movies	made
by	japanese/korean/chinese	(Yojimbo,	7	Samurai,	Heaven	&	Earth,	etc...oh,	except	for	the	SHOGUN	mini-series	that	aired	on	TV....I	freaking	LOVE	that	'movie'!).	Now,	toss	in	some	"Kung	Fu	Theater"	for	some	amusingly	over	the	top	stuff	and	PRESTO!	First	Edition	AD&D	Oriental	Adventures.	Basically,	do	that,	but	with	the	5e	system.	Of	course	it
would	lack	any	"animesque"	feel;	anime	and	manga	didn't	come	to	America	until	the	late	80s,	and	Gygax	was	a	big	low	fantasy	fan,	so	of	course	he	stuck	with	the	kung	fu,	samurai	and	wuxia	films	that	began	trickling	into	America	in	the	70s.	That's	what	Gygax	had	access	to,	so	that's	what	he	tried	to	emulate.	Now,	I'm	not	saying	that	it's	wrong	for	OA
to	grant	access	to	that	kind	of	feel.	BUT!	Different	fans	have	different	tastes	in	fantasy	levels,	and	Japanese/Chinese	fantasy	is	not	monolithic.	A	good	OA	sourcebook	should	provide	all	the	tools	needed	to	support	a	campaign	themed	on	Seven	Samurai	(Low/Historical	Fantasy),	Journey	to	the	West	(Swords	&	Sorcery)	or	Inuyasha	(High	Fantasy)	-	an
OA	that	only	supports	Low	Fantasy	is	inherently	cutting	down	its	audience	appeal.	For	Martial	Arts...definitely	would	have	to	have	it's	own	"sub-system".	IMHO,	just	reducing	it	all	to	the	OPTIONAL	(!)	Feat	system	would	be	whole	inadequate.	It	wouldn't	"feel"	like	I	was	performing	any	sort	of	"martial	art	awesomeness",	and	would	instead	feel	like
"Oh,	yeah.	I	took	that	feat	so	I	do	d10".	Bleeachy!	The	only	thing	I'd	tweak	would	be	the	"effectiveness"	of	the	MA	damages	vs.	weapons/spells.	IMHO,	if	you	aren't	a	Monk,	Shoei,	Kensai,	or	Wu	Jen...then	you	shouldn't	be	doing	the	same	'deadly	1:1	damage'	as	some	Bushi	with	a	naginanta.	Everyone	who	learns	MA	(which,	lets	face	it,	is	about	98%	of
any	OA	NPC)	would	have	learned/trained/developed	their	MA	style	to	beat	others.	And	when	I	say	"others"	I	mean	humans	(and	'demihumans'...it	is	fantasy,	after	all)	style	of	MA.	Some	tea	house	Kung	Fu	master	should	wipe	the	floor	against	any	boisterous	drunkard	who	starts	something	in	his	tea	house...but	when	an	Oni,	Pan	Lung,	or	Bajang	pops
up?	Well,	any	'attack'	should	be	much	less	effective!	My	only	problem	with	this	is	that...	what	exactly	is	a	Martial	Arts	subsystem	supposed	to	do?	Martial	Arts,	in	the	pop	culture	view	at	least,	revolve	around	unarmed	fighting	strikes,	grabs,	locks,	and	throws.	But...	5e	already	HAS	mechanics	for	Unarmed	Strikes,	Grappling,	and	Shoving	(which	throws
would	be	a	reskinned	of),	AND	it	tries	to	avoid	an	overabundance	of	fiddly,	super-specific	rules.	So,	how	would	a	Martial	Arts	subsystem	actually	offer	meaningful	differences	to	these	rules,	that	couldn't	be	achieved	by	the	use	of	feats	&	class	features	that	make	unarmed	strikes,	grapples	and	shoves	more	versatile	and	effective?	Also,	don't	forget	that
NPCs	don't	work	on	the	same	rules	as	PCs;	NPCs	with	special	attacks	that	do	heightened	damage	despite	not	usisng	weapons	and/or	lead	into	grapples/shoves	easily	convey	the	"martial	artist"	theme	in	5e.	I	think	a	couple	tweaks	to	the	three	OA	non-human	races	(Korobokuru,	Hengeyokai,	and	Spirit	Folk)	might	be	in	order....stronger/more
drawbacks,	but	stronger/more	powerful	'otherworldly	stuff'.	Here's	my	problems	with	these	three	"classic"	races.	Korobokuru	are	redundant.	If	you	actually	look	up	the	lore	of	the	koro-pok-guru	(the	most	commonly	accepted	modern	translation),	they're	described	as	small,	reclusive	humanoids	who	live	in	the	wilderness	(in	pits	roofed	with	butterbur
leaves,	specifically),	pursuing	a	quiet	existence	as	hunter-gatherers	and	fisherfolk	with	no	particular	interest	in	the	outside	world	and	generally	being	inoffensive	little	people.	We	have	this	racial	archetype	in	D&D	already.	It's	called	the	halfling.	Maybe	there	are	stories	of	their	natures,	abilities	and	interactions	I'm	just	not	finding,	but	nothing	about
what	I've	found	suggests	them	as	anything	that	can't	be	covered	by	giving	the	appropriate	Ainu	cultural	trappings	to	halflings.	Spirit	Folk,	likewise,	feel	redundant.	I	don't	know	what	actual	myths	they're	drawing	from,	I'm	presuming	they're	just	generic	references	to	the	vast	celestial	bureacracies	of	China	and	Japan,	but	the	worst	part	of	it	is	that
they	feel	all	too	similar	to	elves.	Seriously,	look	at	the	facts:	*	Both	races	are	the	weakest	and	most	"human"	of	a	vast	array	of	mystical	beings	that	live	alongside	yet	out	of	phase	with	the	mortal	world	(Fey	vs	Kami).	*	Both	races	look	like	extraordinarily	beautiful	and	exotic	humans	with,	at	most,	minor	traits	that	hint	at	their	unearthly	true	nature.	*
Both	races	live	for	prolonged	periods(?	I	honestly	haven't	been	able	to	track	down	the	spiritfolk	lifespan	in	either	OA	book).	*	Both	races	possess	some	inherent	minor	magical	traits.	Maybe	if	the	powers	the	Spirit	Folk	had	were	stronger,	or	they	had	better	fluff	than	being	an	Orient	equivalent	to	planetouched,	I	might	have	less	of	a	problem	with	them.
As-is,	they	feel	too	much	like	something	you	could	replicate	by	taking	an	elf	and	giving	it	a	racial	trait	or	feat	to	replicate.	River	&	Sea	Spirit	Folk	in	particular	feel	all	too	easy	to	replace	with	Aquatic	Elves.	Heck,	at	least	the	Dargonesti	&	Dimernesti	have	their	shapechanging	powers	to	make	them	unique;	Water	Folk	don't	even	have	that.
Hengeyokai...	mostly,	my	problem	with	how	this	race	is	presented	is	that	it's	incredibly	weak.	It's	literally	"one	trick	pony:	the	race",	with	absolutely	nothing	going	for	it	besides	the	"turn	into	an	animal"	power.	If	the	different	sub-breeds	were	better	defined	and	the	race	as	a	whole	had	something	more	to	it	than	just	"you	can	turn	into	one	specific
animal,	like	a	weaker	version	of	a	guy	who	took	a	level	in	Druid",	I	would	complain	a	whole	lot	less.	Honestly,	I	really	think	the	absolute	best	way	to	handle	Hengeyokai	is	to	make	Hengeyokai	a	Racial	Trait	rather	than	a	Race	proper	and	instead	focus	on	building	distinct	races	who	share	that	trait	from	the	myths.	Kitsunes,	Tanuki,	Bakeneko	at	the	very
least	have	the	gumption	to	stand	on	their	own	and	be	proud	races.	If	we	can	make	dwarves,	gnomes	and	halflings	be	separate	in	vanilla	D&D,	why	can't	we	extend	that	same	courtesy	to	races	who	actually	do	have	distinctive	characterization,	goals	and	power-sets	in	the	myths?	Freaking	Pathfinder	has	done	a	better	job	with	kitsunes	than	D&D	ever
has!	Likewise,	I	believe	that	a	proper	5e	OA	should	try	and	broaden	the	racial	options.	The	myths	of	Asia's	various	sub-continents	are	filled	with	all	manner	of	humanoid	beings	and	non-evil	spirits;	plenty	of	PC	fodder.	Classes?	About	perfect,	really.	All	of	them	felt	like	they	had	their	own	niche	in	the	world.	With	the	choices	for	'customizing'	many	of
them	built	in	(e.g.,	Kensai	and	his	chosen	weapon,	Wu	Jen	and	their	'5-Elements'	type	spells,	etc),	I	think	each	could	have	one	or	two	Arch-Types	would	be	more	than	enough	to	cover	anything	a	campaign	may	need.	I...	really	don't	understand	what	you're	arguing	here,	so	I	can't	comment	on	it	either	way.	Now,	when	they	get	to	the	'Campaign	Setting"
aspect.	THIS	is	where	I'd	like	to	see	a	bit	more	effort.	Chinese,	Japanese	and	Korean	are	obviously	the	focus...but	India,	Mongolia,	Vietnamese,	Philippines,	etc	should	have	at	least	a	couple	pages	about	how	to	incorporate	some	of	those	cultures/histories/fables.	Better	still,	put	out	a	separate	"campaign	add-on"	book/box	that	could	add	more	in-depth
setting	stuff	for	that.	Definitely	agree	with	this.	I	don't	think	that	people	should	male	a	judgement	about	what	anonymous	"others"	find	offensive.	They	should	speak	for	themselves.	I	don't	have	a	problem	with	the	term	oriental	except	that	its	just	outdated.	I	lived	in	asia	for	4	years	and	none	of	my	asian	friends	ever	seemed	to	have	a	problem	with	it.	I
recently	went	to	a	place	called	"oriental	spa"	for	a	foot	massage	and	i	assume	they	didnt	have	a	problem	with	it.	I	dont	think	many	people	worry	to	much	about	names.	I	know	burmese	people	that	still	call	the	country	burma	and	have	no	problem	woth	that	although	they	are	proud	of	their	independance.	It's	just	a	name.	All	that	is	anecdotal,	but	i	still
think	more	valid	that	a	removed	opinion	on	what	others	fin	offensive.	Back	on	topic,	i	dont	think	they	should	call	it	oriental	adventures	becauses	its	the	forgotten	realms,	not	asia.	It	should	be	kara	tur.	Same	reason	you	shouldnt	call	scag	"european	adventures"	I	think	it	should	be	written	by	a	team	that	includes	people	who	are	of	asian	lineage	(and
preferably	multiple	people	from	multiple	parts	of	the	continent,	because,	you	know,	it's	a	big	one)	and	knowledgeable	about	the	folklore	and	fantasy	of	their	own	heritage.	Then	they	can	call	it	whatever	they	want.	When	white	people	like	me	tell	stories	about	other	cultures,	we	have	to	work	double	time	not	to	offend,	because	we	hope	nobody	will	call
us	out	on	the	fact	that	we're	telling	somebody	else's	story	in	the	first	place.	If	Ta-Nehisi	Coates,	NK	Jemisin,	Nnedi	Okorafor	and	Samuel	Delany	had	consulted	on	Tomb	of	Annihilation	and	they	said,	"Yeah,	we	decided	to	boil	all	of	Africa	down	into	one	primitive	island	nation	where	everybody	is	trying	not	to	catch	Mad	Monkey	Fever,"	I'd	say,	"huh,
didn't	see	that	one	coming,	but,	cool?"	But	when	a	team	of	(well-meaning)	white	folks	do	the	same,	it	smacks	of	cultural	insensitivity.	I	would	love	to	see	as	much	official	support	as	possible	for	a	D&D	that	is	set	somewhere	other	than	western	Europe,	and	I'd	love	to	see	sourcebooks	that	explore	Indian	folklore,	Japanese	folklore,	Chinese	folklore,
Mongolian	and	Central	Asian	folklore,	Polynesian	folklore,	and	more.	I	don't	think	we	should	have	a	reskinning	of	the	PHB,	because	the	PHB	should,	from	the	get-go,	support	more	than	just	western	european	fantasy.	D&D	is	always	gonna	be	super	broad.	It's	not	the	game	for	a	deeply	researched	historically	and	culturally	accurate	game	drawing	on
any	real	culture.	So	I	imagine	any	sourcebook	that	draws	on	east	asian	culture	is	going	to	be	similarly	broad.	I'd	just	like	it	to	be	broad	in	a	way	that's	imagined	by	folks	of	said	cultures,	rather	than	by	Americans	of	western	european	descent.	Personally,	I	don't	think	it's	terribly	wrong,	but	unfortunately	that	hasn't	been	done	in	D&D.	It's	typically
Japanese	culture	spammed	with	some	other	Asian	cultures	sprinkled	in	as	an	afterthought	(ooh,	have	a	Mongolian	barbarian,	a	Chinese	Kung-Fu	Monk,	and	a	Chinese	Taoist-style	Wizard,	with	your	seven	Japanese-inspired	classes).	I	think	it'd	be	better	if	an	fantasy	Asian	sourcebook	actually	gave	a	more	equitable	amount	of	space	devoted	to	elements
derived	from	different	cultures.	That's	why	I	think	that	making	it	a	Kara-Tur	sourcebook	would	be	a	better	way	to	go,	as	Kara-Tur	has	countries	based	on	multiple	East	Asian	cultures	(of	course	it	has	two	Japans	and	two	Chinas,	but	at	least	it	has	more	that).	That	is	my	main	gripe	about	the	way	3.x	OA	was	presented.	The	name	thing	I'm	of	two	minds.
Yes	I	do	find	"oriental"	to	be	mildly	annoying,	but	its	not	something	I'm	going	to	get	up	in	arms	over.	The	insistence	on	wholesale	using	Japanese	terms	and	mythology	for	85-90%	of	the	things	in	the	book	with	a	few	token	Chinese	and	Korean	references	thrown	in	while	ignoring	basically	everything	else	in	East	Asia	is	far	more	irritating	to	me.
Basically,	OA,	or	whatever	more	modern	name	you'd	like	to	give	it	(Kara	Tur	Gazetteer?),	would	be	infinitely	better	if	fewer	things	were	covered	in	a	thin	veneer	or	"muh	samurai	and	ninja".	Obviously	samurai	and	ninja,	or	whatever	pseudo-Japanese	pop	icon	you	want	to	use,	are	not	bad	and	neither	are	the	people	who	like	them.	Let's	just	try	not	to	go
overboard	with	them	the	next	go	around	shall	we?	Bear	in	mind	that	typocal	d&d	lore	bears	no	resemblance	to	any	period	or	location	in	western	european	history	Well	if	the	problem	is	that	putting	Asian,	African,	etc	cultures	in	a	blender	is	objectionable	but	putting	European	cultures	in	a	blender	is	fine,	what	if	we	just	blended	absolutely	everything
together?	Default	D&D	already	has	monks,	for	one	thing.	Further,	many	elements	of	different	regions'	mythology	and	folklore	have	similarities	that	could	be	folded	together.	For	example,	hengeyokai	might	could	just	be	non-evil	werecreatures.	Kitsune	could	be	replaced	with	tabaxi.	The	default	wizard	culture	could	be	primarily	D&D	standard	but	fold
in	the	wu	jen's	avoidance	of	certain	taboos.	Samurai	are	just	fighters	and	paladins	with	ornate	armor,	and	ninjas	are	just	rogues.	In	the	real	world	the	split	between	European	cultures	and	Asian	cultures	came	into	being	because	of	vast	periods	of	geographic	isolation	in	environments	that	could	be	drastically	different.	That	doesn't	have	to	be	the	case
in	a	fantasy	setting.	Perhaps	the	world	is	comparatively	young,	technology	reached	a	medieval	era	very	quickly	through	divine	guidance,	trade	and	travel	have	always	been	common,	and	every	culture	has	the	same	pantheon	of	powers	and	the	same	understanding	of	cosmology.	The	expected	standards	for	non-European	inspired	settings,	frankly,	are	a
lot	higher	and	more	subject	to	scrutiny,	so	I	say	just	take	70%	default	European-inspired	setting	detail	and	blend	in	aspects	of	non-European	cultures	in	a	way	that	feels	cohesive,	using	existing	D&D	elements	as	stand-ins	whenever	possible.	I	know	Pathfinder	goes	the	opposite	route	and	has	stand-ins	for	many	real	world	cultures	in	its	core	setting	of
Golarion,	including	ones	patterned	after	Asian	cultures.	What	has	been	the	reaction	to	their	take?	Ideally	we	could	look	to	Asian-flavored	fantasy	coming	out	of	Asia	itself,	but	even	in	countries	like	Japan	fantasy	largely	means	"pseudo-medieval	European-inspired	fantasy".	D&D	pretty	much	set	the	standard	for	much	of	Japanese-produced	fantasy,
particularly	AD&D	(for	example,	the	Record	of	Lodoss	War	franchise	grew	from	someone's	D&D	home	game;	there's	also	other	clues,	like	the	presence	of	pig-headed	orcs	in	many	franchises	and	the	representation	of	Bahamut	as	a	dragon	instead	of	a	giant	fish	as	he	was	in	real	world	mythology).	Probably	the	biggest	difference	between	D&D	and
Japanese	takes	on	fantasy	is	that	elves	are	the	only	non-human	player	race	presented	in	D&D	that	has	any	popularity	in	Japanese-authored	European	fantasy	(when	"dwarves"	do	show	up	they	are	often	unrecognizable).	Last	edited:	Jan	17,	2018	Mearls	already	said	he	doesn't	want	to	publish	5e	supplements	that	are	new	versions	of	old	D&D	books,	so
I	wouldn't	expect	an	Oriental	Adventures	sourcebook	with	that	name.	That	makes	the	discussion	about	how	appropriate	that	name	would	be	for	current	standards	unnecessary:	while	you	can	expect	WotC	to	publish	eastern	flavored	adventures	and	supplements	one	day,	they	won't	be	called	"Oriental	Adventures".	About	my	own	expectations,	I	hope
the	Volo's	Guide	to	Kara-Tur	(or	whatever	they	call	it)	that	they	choose	to	make	focuses	on	capturing	the	tropes	I	want	to	see,	with	honorable	samurai,	flying	monks	and	deadly	ninja.	Also,	ignore	the	Edward	Said	fans	and	let	us	have	the	cool	toys.	Don't	give	me	historically	accurate	Shinto	priests	written	by	Japanese	authors	who	have	actually	been	to
Shintoist	sacred	places,	give	me	Avatar:	The	Last	Airbender	instead.	No	amount	of	"proper	cultural	background"	will	work	as	a	good	substitute	for	fun	and	compelling	rules.	A	couple	of	points:	Orient	simply	means	"East"	from	Latin,	so	it's	an	old	term	and	a	lot	of	words	in	European	languages	originate	with	Latin.	Oriental	to	me	refers	to	medieval	/
pre-medieval	China/Japan/Korea/etc.	I	don't	see	that	it's	offensive	as	used	in	"Oriental	Adventures"	any	more	than	"Medieval	European	Adventures"	which	is	the	base	setting	of	D&D,	would	be.	D&D	historically	is	like	pulp	fantasy	which	borrows	heavily	from	many	real	world	sources	to	create	a	fantasy	world.	With	that	said,	unless	there	is	a	latin-like
culture	in	your	setting	and	the	fantasy	China/Japan/Korea	is	to	the	east	of	it,	there	are	probably	better	titles	than	"Oriental	Adventures"	for	describing	that	kind	of	setting.	ITT:	A	bunch	of	white	people	discussing	what	is	and	is	not	racist.	A	couple	of	points:	Orient	simply	means	"East"	from	Latin,	so	it's	an	old	term	and	a	lot	of	words	in	European
languages	originate	with	Latin.	Oriental	to	me	refers	to	medieval	/	pre-medieval	China/Japan/Korea/etc.	I	don't	see	that	it's	offensive	as	used	in	"Oriental	Adventures"	any	more	than	"Medieval	European	Adventures"	which	is	the	base	setting	of	D&D,	would	be.	D&D	historically	is	like	pulp	fantasy	which	borrows	heavily	from	many	real	world	sources	to
create	a	fantasy	world.	With	that	said,	unless	there	is	a	latin-like	culture	in	your	setting	and	the	fantasy	China/Japan/Korea	is	to	the	east	of	it,	there	are	probably	better	titles	than	"Oriental	Adventures"	for	describing	that	kind	of	setting.	#1	-	The	origin	of	words	has	little	bearing	on	their	present	meaning.	#2	-	The	reason	it	was	called	Oriental
Adventures	and	we	don't	have	European	Adventures	is	because	of	ethnocentrism.	It	is	the	idea	that	Whiteness	is	the	default	and	everyone	else	is	'other'.	That's	the	real	problem.	It	treats	white	people	as	special	while	others	are	less	than	white.	ITT:	A	bunch	of	white	people	discussing	what	is	and	is	not	racist.	#1	-	The	origin	of	words	has	little	bearing
on	their	present	meaning.	#2	-	The	reason	it	was	called	Oriental	Adventures	and	we	don't	have	European	Adventures	is	because	of	ethnocentrism.	It	is	the	idea	that	Whiteness	is	the	default	and	everyone	else	is	'other'.	That's	the	real	problem.	It	treats	white	people	as	special	while	others	are	less	than	white.	If	the	'Oriental'	in	the	title	refers	to	a
person	or	people,	I'd	agree	that	it	could	be	taken	as	offensive.	And	we	can	and	do	refer	to	items,	objects,	history,	language,	literature	and	other	cultural	elements	as	oriental,	both	within	and	outside	of	academia.	Oriental	Adventures	can	be	read	quite	literally	as	adventures	with/concerning	these	elements.	On	the	flip	side,	within	architecture	at	least,
we	can	and	do	refer	to	aspects	of	architecture	from	'the	west'	as...	wait	for	it..	Western	Architecture.	So	yes,	the	origin	of	the	word	has	little	bearing	on	the	present	meaning	-	and	the	meaning,	unless	direct	at	a	person	or	persons,	can	be	used	in	a	perfectly	sound	and	sensible	manner.	But	again,	as	WOTC	is	based	in	America,	and	while	I	have	lived	and
loved	in	the	magical,	mystical	oriental	lands	for	many	years	and	never	heard	the	phrase	used	in	a	derogatory	manner	(perhaps	because	there	are	simply	so	many	other	physical	and	social	slurs	for	some	folks	to	choose	from!),	I	realise	that	at	least	within	America	the	word	has	come	to	represent	something	more.	As	such,	it	would	be	wise	for	WOTC	to
drop	it	in	preference	of	something	else.	The	first	thing	I	would	do	if	I	were	creating	Oriental	Adventures	5E	is	float	the	idea	on	an	internet	forum	just	to	see	whether	anybody	reacts	negatively	to	the	word	"Oriental."	ITT:	A	bunch	of	white	people	discussing	what	is	and	is	not	racist.	Speaking	of	offensive,	that	comment	seems	pretty	out	of	line	to	me.	#1
-	The	origin	of	words	has	little	bearing	on	their	present	meaning.	I've	never	heard	Orient	or	Oriental	used	in	a	derogatory	way	in	the	present	day.	Honestly,	I	have	no	idea	where	the	idea	that	this	is	offensive	came	from,	it	just	means	"east".	#2	-	The	reason	it	was	called	Oriental	Adventures	and	we	don't	have	European	Adventures	is	because	of
ethnocentrism.	It	is	the	idea	that	Whiteness	is	the	default	and	everyone	else	is	'other'.	That's	the	real	problem.	It	treats	white	people	as	special	while	others	are	less	than	white.	You	seem	to	be	very	focused	on	skin	color.	Yes,	people	in	Europe	would	say	that	people	in	Asia	are	to	the	east	of	them,	or	"Oriental".	It	has	nothing	to	do	with	skin	color	or
being	"less	than".	I'm	sure	the	folks	in	China	or	Japan	looked	at	the	Europeans	in	the	same	way.	If	Gary	Gygax	had	been	born	in	Japan,	the	default	setting	would	have	been	different	and	we'd	have	a	"Occidental	Adventures"	expansion.	ITT:	A	bunch	of	white	people	discussing	what	is	and	is	not	racist.	And	you	know	the	color	of	someone's	skin	color	on
an	internet	forum...how?	Are	you	assuming	it	just	because	they	hold	a	certain	opinion?	Stereotype	much?	Certain	words	have	been	used	in	order	to	establish	superiority	of	one	group	over	another.	I	won't	list	them	here	but	it	is	easy	to	think	of	words	for	Africans,	Italians,	Irish,	Jews,	Europeans,	Asians	and	on	and	on	that	are	specifically	intended	to
belittle	people.	Orient	isn't	one	of	them.	Life	is	much	better	if	people	give	each	other	the	benefit	of	the	doubt	instead	of	taking	offense	when	none	is	intended.	I	understand	that	Western	European	countries	have	exponentially	more	history	than	in	the	US,	but	as	far	as	current	cultural	differences	go,	from	what	I've	seen	there	are	greater	differences
between	say,	New	York	and	Alabama,	than	between	Germany	and	France.	As	someone	who's	traveled	a	fair	bit	both	in	the	USA	and	Europe,	I	agree	with	you	that	there	are	more	differences	between	certain	states	that	some	outsiders	realize...	but	I	also	think	there	are	a	lot	more	differences	between	European	countries	that	*you*	realize.	And	you
know	the	color	of	someone's	skin	color	on	an	internet	forum...how?	Are	you	assuming	it	just	because	they	hold	a	certain	opinion?	Stereotype	much?	Certain	words	have	been	used	in	order	to	establish	superiority	of	one	group	over	another.	I	won't	list	them	here	but	it	is	easy	to	think	of	words	for	Africans,	Italians,	Irish,	Jews,	Europeans,	Asians	and	on
and	on	that	are	specifically	intended	to	belittle	people.	Orient	isn't	one	of	them.	Life	is	much	better	if	people	give	each	other	the	benefit	of	the	doubt	instead	of	taking	offense	when	none	is	intended.	But,	but,	but...	What	will	people	with	too	much	time	on	their	hands	do	if	they	can't	use	it	to	express	manufactured	outrage	over	non-issues	that	don't	even
matter	to	the	majority	of	the	people	they	are	allegedly	defending	against	said	words?!?!	My	God,	man	-	where's	your	sense	of	fake	victimhood	and	false	outrage	ripe	for	the	exploiting?	In	all	seriousness,	though	-	it's	been	titled	Oriental	Adventures	through	3	editions	of	the	game.	No	need	to	be	revisionist	about	titling	it.	The	fact	is	that	Zeb	Cook	was
obviously	in	love	with	historical	Asian	cultures	-	just	read	the	intro	in	OA	1e.	That	carried	over	into	the	Kara-Tur	boxed	set.	It's	evident	that	those	products	were	created	with	a	genuine	love	of	the	people	and	cultures	they	modeled	them	on.	But,	I'd	definitely	be	revisionist	about	taking	that	1e	content	to	make	it	5e	and	focus	on	fleshing	out	the	setting
to	a	greater	degree.	While	there	is	a	lot	of	fluff	about	Shou	Lung	vs.	T'u	Lung	and	Wa	vs.	Kozakura,	why	not	spend	more	scope	of	a	5e	product(s)	on	fleshing	out	Tabot,	Malatra,	Bawa,	Petan,	etc.?	There	is	literally	a	section	of	the	Kara-Tur	map	of	nothing	but	jungle	titled	"The	Warring	States"	to	the	east	of	Petan.	Whats	there?	Who	are	the	people	who
live	there?	Why	are	they	at	war?	I'd	rather	have	more	fluff	than	having	a	bunch	of	crunch	on	the	different	varieties	of	samurai	depending	upon	their	clan	like	they	did	in	the	3e	Rokugan	products.	Who	cares	about	that	much	variety	if	I	want	a	campaign	to	focus	on	a	culture	modeled	after	ancient	China	or	Korea?	Page	4	Oh	Jeez	it's	become	a	thread
about	racism.	And	to	think	I	was	here	to	answer	the	question.	I	would	release	an	adventure	path	in	Kara-Tur,	or	whatever	we	call	it,	and	make	the	place	a	mish-mash	of	different	cultural	elements	so	that	it's	not	identifiable	as	China	or	Japan	or	Korea	or	Vietnam.	(Or	Bhutan.	Can	we	have	some	Bhutanese	elements,	please?)	Then	provide	new
subclasses...ideally	one	per	class...designed	to	evoke	the	flavor.	(Here's	my	own	entry	for	monk	subclass.)	log	in	or	register	to	remove	this	ad	They	shouldn't	do	it	at	all,	they	should	learn	from	their	experience	with	Tomb	of	Annihilation.	If	you	look	hard	enough	at	something,	you're	bound	to	be	able	to	find	something	to	be	offended	at,	and	sure	enough
after	ToA	was	released	there	were	click-bait	articles	that	popped	up	filled	with	quotes	from	people	who	had	probably	never	been	to	Africa	as	anything	but	a	tourist	advancing	"expert"	opinions	about	how	insensitive	the	book	was	to	Africa	and	Africans.	No,	with	the	pop-culture	outrage	machine	going	at	full	throttle,	WotC	needs	to	steer	clear	of
anything	outside	of	the	safe	box	of	"traditional,"	American-standard	fantasy.	It's	a	shame,	really;	I	think	it	would	be	nice	to	get	some	cool	stuff	that	would	register	as	exotic	to	the	typical	D&D	campaign	world,	but	these	are	the	times	we	live	in.	Nothing	is	more	toxic	than	modern	nerd-rage,	which	will	end	careers	and	product	lines	in	a	feeding	frenzy	of
outrage	before	management	can	even	approve	the	carefully	worded	apology.	Best	not	to	risk	it.	What	they	can	and	should	do,	in	my	opinion,	is	to	quietly	plunder	"oriental"	folklore	and	myth	for	interesting	additions	to	the	monster	lists.	Every	player	in	my	group	knows	almost	all	the	current	monster	line-up,	and	I've	got	a	couple	who	could	tell	you	how
the	current	version	compares	to	1e,	2e,	3e,	and	Pathfinder	version	of	the	same	beastie.	As	someone	who's	traveled	a	fair	bit	both	in	the	USA	and	Europe,	I	agree	with	you	that	there	are	more	differences	between	certain	states	that	some	outsiders	realize...	but	I	also	think	there	are	a	lot	more	differences	between	European	countries	that	*you*	realize.	I
lived	in	Europe	for	several	years,	and	I've	lived	all	over	the	US.	I	really	don't	think	so,	outside	of	national	language	and	things	like	food	(which	is	just	as,	if	not	more	varying,	in	the	US).	Going	from	Germany	to	France?	Or	Belgium?	Wasn't	a	huge	difference.	Lifestyle,	amenities,	quality	of	health	care,	education,	infrastructure	(although	Austria	seemed
a	bit	more	rustic	than	Germany)	and	economy?	All	really	close.	Way	closer	than	the	difference	between	California	and	Alabama.	Remember,	we're	talking	about	western	European	countries	against	the	states	in	the	US.	That's	why	I	said	a	better	analogy	would	be	between	a	country	like	Germany	and	Turkey.	This	isn't	just	a	matter	of	opinion.	We	have
plenty	of	metrics	to	look	at	(economy,	healthcare,	form	of	government	and	types	of	majority	leaders,	education,	etc).	Going	from	a	state	like	California	or	New	York	to	a	state	like	Alabama	or	Mississippi	is	a	much	bigger	difference	than	going	from	Germany	to	France,	or	Britain	to	Ireland.	For	those	wanting	a	setting	that	is	inspired	by	an	Asian	region
that	is	*not*	china/japan	...	I	heartily	recommend	Yoon-Suin	You	won't	regret	it!	Seriously,	though,	stop	talking	about	the	word	"oriental"	because	Wizards	would	never	title	a	book	"Oriental	Adventures."	In	addition	to	the	totally	unnecessary	controversy,	"Oriental	Adventures"	is	difficult	to	trademark	and	bad	for	SEO.	No,	it's	going	to	be	"Fanglong's
Guide	to	Kara-Tur"	or	"Lathander's	Guide	to	the	Morninglands"	or	something	like	that.	So	please	quit	worrying	about	the	title	--	I'm	curious	what	you	people	would	actually	want	in	a	book	like	that!	This	isn't	just	a	matter	of	opinion.	We	have	plenty	of	metrics	to	look	at	(economy,	healthcare,	form	of	government	and	types	of	majority	leaders,	education,
etc).	Yes,	it	isn't.	And	if	you	believe	France	and	Germany	are	alike	beyond	the	superficial	outlook,	you	have	not	looked	at	any	of	those	metrics.	Seriously,	though,	stop	talking	about	the	word	"oriental"	because	Wizards	would	never	title	a	book	"Oriental	Adventures."	In	addition	to	the	totally	unnecessary	controversy,	"Oriental	Adventures"	is	difficult	to
trademark	and	bad	for	SEO.	No,	it's	going	to	be	"Fanglong's	Guide	to	Kara-Tur"	or	"Lathander's	Guide	to	the	Morninglands"	or	something	like	that.	So	please	quit	worrying	about	the	title	--	I'm	curious	what	you	people	would	actually	want	in	a	book	like	that!	This.	I'm	also	going	to	add	Kara-Tur	direly	needs	a	makeover.	Its	far	more	"Fantasy	Asia	but
with	the	serial	numbers	filed	off"	than	anything	else	in	FR,	except	maybe	the	"Fantasy	Egypt	but	with	the	serial	numbers	filed	off"	that's	also	somewhere	in	there	How	many	hundreds	of	years	has	it	been	in	game	since	it	ever	really	did	anything?	I'm	sure	they	can	come	up	with	something	better	I	lived	in	Europe	for	several	years,	and	I've	lived	all	over
the	US.	I	really	don't	think	so,	outside	of	national	language	and	things	like	food	(which	is	just	as,	if	not	more	varying,	in	the	US).	Going	from	Germany	to	France?	Or	Belgium?	Wasn't	a	huge	difference.	Lifestyle,	amenities,	quality	of	health	care,	education,	infrastructure	(although	Austria	seemed	a	bit	more	rustic	than	Germany)	and	economy?	All
really	close.	Way	closer	than	the	difference	between	California	and	Alabama.	Remember,	we're	talking	about	western	European	countries	against	the	states	in	the	US.	That's	why	I	said	a	better	analogy	would	be	between	a	country	like	Germany	and	Turkey.	This	isn't	just	a	matter	of	opinion.	We	have	plenty	of	metrics	to	look	at	(economy,	healthcare,
form	of	government	and	types	of	majority	leaders,	education,	etc).	Going	from	a	state	like	California	or	New	York	to	a	state	like	Alabama	or	Mississippi	is	a	much	bigger	difference	than	going	from	Germany	to	France,	or	Britain	to	Ireland.	I	could	not	disagree	more.	Hello.	I'm	an	American	who	also	lived	across	the	US	and	am	now	living	and	working	in
Europe	and	engaged	to	an	Austrian.	There	are	massive	political	and	cultural	differences	between	Western	European	nation-states.	When	I	go	between	US	States,	I	know	that	I	am	politically	likely	to	expect	very	similar	political	institutions	and	bodies.	We	are	dealing	likely	with	Democrats	and	Republicans	as	the	two	major	parties.	I	can	expect	that
states	will	have	a	governor,	lt.	governor,	and	often	a	bicameral	legislative	body.	I	know	that	the	political	system	used	for	deciding	representation	for	these	positions	at	the	state	and	federal	level	will	be	exceedingly	similar	between	states.	Now	let's	talk	France,	Belgium,	and	Germany.	The	politics	is	crazy.	And	governmental	institutions,	parties,	and
related	issues	are	far	more	different	between	them	than	it	is	between	Texas,	New	York,	and	Montana.	And	these	countries	often	have	their	own	states	or	state-like	regions	that	demonstrate	the	sort	of	cultural	differences	as	you	would	see	between	California	and	Alabama,	if	not	more	so,	and	not	just	because	of	language	and	food.	There	is	no	US	state
that	has	to	deal	with	going	without	a	government	for	589	days	because	of	tensions	between	parties	associated	with	the	Walloons,	Flemish,	and	other	cultural	groups.	These	are	issues	specific	to	Belgium.	France	has	its	own	idiom	of	political	and	cultural	issues.	And	Germany	has	its	own	idiom	political	and	cultural	issues	too.	And	the	sorts	of	issues	they
deal	with	are	so	drastically	different	between	each	other	than	anything	that	US	states	generally	face.	There	will	also	be	completely	separate	holidays	apart	from	the	usual	Easter	and	Christmas,	whereas	I	could	expect	the	usual	July	4th	and	Thanksgiving	across	all	50	States.	(You	may	have	noticed	but	Germany	does	not	celebrate	Bastille	Day.)	But
please,	go	ahead	and	tell	Austrians	that	the	only	cultural	difference	between	them	and	Germany	is	that	it's	a	bit	more	rustic.	Please,	go	ahead	and	tell	the	Irish	that	they	are	more	culturally	similar	to	England	than	California	is	to	Alabama.	Seriously,	though,	stop	talking	about	the	word	"oriental"	because	Wizards	would	never	title	a	book	"Oriental
Adventures."	In	addition	to	the	totally	unnecessary	controversy,	"Oriental	Adventures"	is	difficult	to	trademark	and	bad	for	SEO.	No,	it's	going	to	be	"Fanglong's	Guide	to	Kara-Tur"	or	"Lathander's	Guide	to	the	Morninglands"	or	something	like	that.	So	please	quit	worrying	about	the	title	--	I'm	curious	what	you	people	would	actually	want	in	a	book	like
that!	Ok	this	is	a	much	more	interesting	topic.	I'd	love	to	see	them	flesh	out	kara-tur	or	a	new	area	of	faerun	beyond	the	sword	coast.	Theres	a	wealth	of	mythology	to	draw	from	such	as	thai	buddhist	kings,	curses	and	ghosts	,	indian	devas,	japanese	oni,	taoist	magicians,	etc.	We	could	have	a	muay	thai	fighter	subclass,	or	a	filipino	escrima	fighter,
yogic	avatars,	etc	Given	the	wealth	of	folklore	of	curses,	id	like	to	see	some	kind	of	cure	magic/subclass	(warlock	would	be	perfect	for	it).	Id	love	to	see	a	shiva	like	cleric	domain	(a	mixture	of	destruction	and	chaos)	A	ninja	assassin	rogue	subclass	A	gurkha	style	ranger	subclass	(gains	limited	sneak	attack)	Thats	all	i	can	think	of	at	the	moment,	but	im
sure	theres	more	Oh	Jeez	it's	become	a	thread	about	racism.	And	to	think	I	was	here	to	answer	the	question.	I	would	release	an	adventure	path	in	Kara-Tur,	or	whatever	we	call	it,	and	make	the	place	a	mish-mash	of	different	cultural	elements	so	that	it's	not	identifiable	as	China	or	Japan	or	Korea	or	Vietnam.	(Or	Bhutan.	Can	we	have	some	Bhutanese
elements,	please?)	Then	provide	new	subclasses...ideally	one	per	class...designed	to	evoke	the	flavor.	(Here's	my	own	entry	for	monk	subclass.)	It	*is*	tricky	to	do	it	right	isn't	it?	I	think	it's	better	(and	safer)	to	do	something	that	is	only	"inspired"	as	opposed	trying	to	be	accurate,	which	takes	a	*lot*	of	work.	So	it	should	be	really	clear	that	it's	not
trying	to	be	accurate.	(Yoon-Suin	succeeded	very	well	in	that	regards)	We	could	have	a	muay	thai	fighter	subclass,	or	a	filipino	escrima	fighter,	yogic	avatars,	etc	Given	the	wealth	of	folklore	of	curses,	id	like	to	see	some	kind	of	cure	magic/subclass	(warlock	would	be	perfect	for	it).	Id	love	to	see	a	shiva	like	cleric	domain	(a	mixture	of	destruction	and
chaos)	A	ninja	assassin	rogue	subclass	A	gurkha	style	ranger	subclass	(gains	limited	sneak	attack)	Thats	all	i	can	think	of	at	the	moment,	but	im	sure	theres	more	What	would	these	entail	that	isn't	already	in	existing	rules?	I	mean	outside	of	defining	some	of	these	by	real	life	race,	what	new	mechanics	would	they	need	that	would	require	a	new	class	or
subclass?	What	is	"Gurkha	style",	and	what	would	it	need	that	ranger,	scout	rogue,	or	a	mix	cannot	provide?	What	would	the	two	fighter	examples	require	that	isn't	likewise	provided	by	monk,	fighter	etc.	Ninja	has	already	been	mentioned	as	being	covered	several	times,	depending	on	your	preferred	flavour	of	ninja.	What	do	you	think	is	missing?	I
know	this	thread	has	generally	been	derailed	on	this	subject,	but	as	a	Canadian	of	Chinese	descent,	I	feel	that	the	term	"Oriental"	is	roughly	in	the	same	category	as	"Negro"	is	for	Black	People	or	"Indian"	is	for	First	Nations,	it's	not	necessarily	offensive	but	it's	dated	and	probably	shouldn't	be	used	in	polite	conversations	with	North	Americans	of	said
backgrounds.	There's	also	quite	a	world	of	difference	between	Asians	from	Asia,	and	Canadians	or	Americans	of	Asian	backgrounds.	As	for	the	existence	of	such	a	book	in	5e,	I	feel	that	there	shouldn't	be	a	source	book	in	regards	to	the	game	content,	rather	all	the	game	content	should	be	spread	out	among	different	source	books.	Since	there's	been	no
setting	books	so	far,	I	feel	that	only	adventures	cover	should	cover	the	setting	material.	The	previous	books	had	too	much	of	the	design	of	"it	has	to	be	different,	because	it's	a	different	place",	I	see	no	justification	for	having	some	of	the	classes	in	the	1e	version	exist.	Many	of	the	things	are	already	covered	in	the	PHB	by	Battlemaster	Fighters,	Assassin
Rogues,	the	Monk	class	in	general	and	the	fact	a	lot	of	the	classes	are	already	culture-neutral.	Xanathar's	guide	covers	even	some	of	the	specific	examples,	and	the	Mystic/Psionics	might	cover	more.	I'm	also	against	the	Japan-centric	approach	all	versions	of	that	book	took.	I	also	feel	it	makes	books	on	real-world	cultures	from	Wizards	less	viable,	even
taking	European	culture	into	account,	you	should	ask	yourself	how	well-covered	Eastern	European	culture	has	been	in	D&D	so	far,	and	I	doubt	they're	even	going	to	bother	with	Cambodia,	Thailand,	Vietnam,	Korea	or	India	with	such	a	book.	That's	the	sort	of	thing	I	feel	the	DM's	Guild	might	handle	better	anyways.	Last	edited:	Jan	19,	2018	Oh	Jeez
it's	become	a	thread	about	racism.	And	to	think	I	was	here	to	answer	the	question.	I	would	release	an	adventure	path	in	Kara-Tur,	or	whatever	we	call	it,	and	make	the	place	a	mish-mash	of	different	cultural	elements	so	that	it's	not	identifiable	as	China	or	Japan	or	Korea	or	Vietnam.	(Or	Bhutan.	Can	we	have	some	Bhutanese	elements,	please?)	Then
provide	new	subclasses...ideally	one	per	class...designed	to	evoke	the	flavor.	(Here's	my	own	entry	for	monk	subclass.)	There's	already	a	Bhutan	in	Kara-Tur.	It	is	called,	in	the	most	unimaginative	way	possible,	"Bhutan".	No,	I	am	not	kidding,	look	it	up.	And	it's	right	next	to	"Tabot".	What	would	these	entail	that	isn't	already	in	existing	rules?	I	mean
outside	of	defining	some	of	these	by	real	life	race,	what	new	mechanics	would	they	need	that	would	require	a	new	class	or	subclass?	What	is	"Gurkha	style",	and	what	would	it	need	that	ranger,	scout	rogue,	or	a	mix	cannot	provide?	What	would	the	two	fighter	examples	require	that	isn't	likewise	provided	by	monk,	fighter	etc.	Ninja	has	already	been
mentioned	as	being	covered	several	times,	depending	on	your	preferred	flavour	of	ninja.	What	do	you	think	is	missing?	Flavour	mostly.	Thai	fighters	could	be	monks	with	capacities	to	absorb	damage	(maybe	gaining	limited	resistance	or	sonething)	as	well	as	more	powrful	leaping	attacks.	Gurkhas	could	get	advantage	to	attacking	while	stealthed	or
fighting	in	favoured	terrain,	gain	a	dagger	fighting	style,	advantage	on	navigating	and	enduring	harsh	conditions.	These	are	just	rough	ideas.	I	havent	really	thought	much	about	them.	But	it	would	mostly	be	making	new	combinations	of	existing	class	features	that	might	open	up	slightly	different	play	styles.	Obviously	the	real	life	backgrounds	would
be	used	for	starting	inspiration	and	then	d&d	ized	from	there.	I'm	not	meaning	to	emuulate	real	groups.	But	when	i	think	about	it,	i	like	the	idea	of	a	holy	wrestler,	a	monk	with	limited	rage,	a	spellcaster	that	can	summon	and	contain	demons..	theres	a	lotof	possibilities	Ok	heres	a	stab	at	one.	Monk:	way	of	the	8	limbs	At	3rd	level,	your	tough	training
emables	you	to	endure	heavy	blpws.	You	may	spend	a	ki	point	to	gain	resistence	for	one	non	magical	attack	that	hits	you	Overwhwlming	assault.	At	6	level,	your	training	has	taught	you	to	use	every	part	of	your	body	as	a	weapon.	You	may	spend	an	additional	ki	point	to	make	a	2nd	flurry	of	blows	this	turn.	The	iron	soul.	At	11th	level	your	training	has
permeated	your	spirit.	You	cannot	be	charmed	or	frightened.	In	addition,	you	may	cast	the	fear	spell	once	per	long	rest.	The	walking	death.	At	17th	level	your	strikes	become	so	precise	and	your	body	has	become	so	toughened	that	you	have	become	death	incarnate.	You	score	a	critical	hit	on	a	19-20	Obviously	above	needs	to	be	playtested,	but	its	a
class	id	be	excited	about	playing.	A	high	offense	furious	monk!	Races	should	kick	the	"sacred	cow"	of	the	1e	OA	square	in	the	gonads.	Oriental	Fantasy	is	filled	with	all	manner	of	mystical	and	magical	beings	living	alongside	or	not	too	dissimilarly	from	humans;	what	does	it	say	about	D&D	when	the	sourcebook	on	Oriental	Fantasy	actually	results	in	a
less	fantastic	world	than	most	urban	fantasy	manga!	Name	of	the	game	is	to	bring	in	strong,	distinctly	Oriental	races,	which	makes	for	an	interesting	replacement	to	the	classic	Elves	&	Dwarves	&	Orcs.	That	wouldn't	be	a	5E	version	of	the	Oriental	Adventures	supplement.	I	suggest	you	come	up	with	a	new	name	and	drop	the	not-so-veiled	digs	at	OA.
#2	-	The	reason	it	was	called	Oriental	Adventures	and	we	don't	have	European	Adventures	is	because	of	ethnocentrism.	It	is	the	idea	that	Whiteness	is	the	default	and	everyone	else	is	'other'.	That's	the	real	problem.	It	treats	white	people	as	special	while	others	are	less	than	white.	With	respect	to	"Othering",	use	of	the	term	Oriental	in	Oriental
Adventures	to	indicate	they're	different	from	the	generic	is	kind	of	the	point.	In	other	words,	"These	aren't	your	standard	fantasy	ideas	as	written	by	people	of	European	descent	using	their	own	cultural	histories	as	the	default."	The	term	is	supposed	to	mark	them	as	different	-	as	"other".	That,	however,	doesn't	imply	anything	about	being	lesser	or	the
default	being	special	in	this	particular	context.	In	fact,	the	presumption	in	publishing	it	at	all	had	been	to	provide	something	that	people	clearly	wanted	to	check	out	and	incorporate	into	their	gaming.	How	exactly	that	makes	them	less	than	white	is	beyond	me.	That	said,	there	is	a	lot	of	baggage	associated	with	the	term	Oriental	in	Western	societies.
The	mysterious	East,	the	machinations	of	Fu	Manchu,	the	hidden	plateaus	of	secret	societies,	the	exotic	tales	of	Arabian	nights,	all	stereotyped	and	fetishized	for	the	enjoyment	of	imperialist	societies	of	the	18th-early	20th	centuries	yet	blanketed	under	one	term	and	its	derivatives	"the	Orient".	That	is	why	the	term	should	be	considered	with	caution,
if	you	ask	me.	That	doesn't	mean	that	someone	shouldn't	try	to	develop	source	material	based	on	non-European	cultural	influences.	I'd	say	"Bring	them	on"	instead.	Just	put	good	research	into	them	and	cover	them	with	some	cultural	sensitivity	rather	than	grossly	stereotype.	With	respect	to	"Othering",	use	of	the	term	Oriental	in	Oriental	Adventures
to	indicate	they're	different	from	the	generic	is	kind	of	the	point.	In	other	words,	"These	aren't	your	standard	fantasy	ideas	as	written	by	people	of	European	descent	using	their	own	cultural	histories	as	the	default."	The	term	is	supposed	to	mark	them	as	different	-	as	"other".	That,	however,	doesn't	imply	anything	about	being	lesser	or	the	default
being	special	in	this	particular	context.	In	fact,	the	presumption	in	publishing	it	at	all	had	been	to	provide	something	that	people	clearly	wanted	to	check	out	and	incorporate	into	their	gaming.	How	exactly	that	makes	them	less	than	white	is	beyond	me.	That	said,	there	is	a	lot	of	baggage	associated	with	the	term	Oriental	in	Western	societies.	The
mysterious	East,	the	machinations	of	Fu	Manchu,	the	hidden	plateaus	of	secret	societies,	the	exotic	tales	of	Arabian	nights,	all	stereotyped	and	fetishized	for	the	enjoyment	of	imperialist	societies	of	the	18th-early	20th	centuries	yet	blanketed	under	one	term	and	its	derivatives	"the	Orient".	That	is	why	the	term	should	be	considered	with	caution,	if
you	ask	me.	That	doesn't	mean	that	someone	shouldn't	try	to	develop	source	material	based	on	non-European	cultural	influences.	I'd	say	"Bring	them	on"	instead.	Just	put	good	research	into	them	and	cover	them	with	some	cultural	sensitivity	rather	than	grossly	stereotype.	It	would	be	fine	if	it	weren't	for	colonization.	Page	5	Some	thoughts...
(continued)	In	the	1st	ed.	of	Oriental	Adventures,	the	original	classes	were:	Barbarian	(or	rather	an	Oriental	variant	of	the	Unearthed	Arcana	Barbarian),	Bushi	(Fighter	sub-class),	Kensai	(Fighter	sub-class),	Samurai	(Cavalier	sub-class),	Monk	(revised	1st	ed.),	Ninja	(Duel-Class),	Shukenja	(Cleric	sub-class),	Sohei	(cleric	sub-class),	Wu	Jen	(Magic-
User	sub-class),	and	Yakuza	(Thief	sub-class).	Dragon	magazine	articles	added	the	Geisha	(Bard	sub-class…sort	of),	the	Genin	(single	class	Ninja),	and	the	Pioh	Shih	(ranger…sort	of).	Fourth	edition	Dragon	issues	added	the	Shan	Zhi	(paladin…	sort	of).	So	let’s	break	down	the	old	classes	and	see	how	they	fit	into	5th	edition.	Barbarian:	the	OA
barbarian	is	mostly	a	rehash	of	1st	ed	Barbarian	with	notes	on	the	three	major	terrains	they	would	appear	in	on	Kara-Taur:	Steppe,	Forest,	and	Jungle.	Just	about	any	Barbarian	sub-class	is	feasible	in	OA	but	for	the	barbarians	of	the	Isles	the	Totem	Barbarian	is	the	most	commonly	available.	Bushi:	Historically,	any	member	of	the	warrior	class	is
considered	a	bushi.	While	the	classical	samurai	are	at	the	top,	below	them	are	lesser	members	of	the	warrior	class	such	as	ji-zamurai	(land-working	‘samurai’	that	were	the	Japanese	equivalent	of	yeomen),	ashigaru	(soldiers),	and	yojimbo	(bodyguards).	Fighters	that	are	going	to	be	Samurai	or	Ronin	type,	should	use	the	Samurai	sub-class	as	outlined
in	Xandar’s	Guide.	Most	other	“bushi”	are	either	Champion	or	Battle	Master	Fighters.	The	Edritch	Knight	is	generally	not	suited	to	Kozakura	but	fits	somewhat	to	Shou	Lung	and	can	be	played	as	such.	The	Bushido	RPG	introduces	as	fighter	known	as	a	Budoka	who	is	a	fighter	specialized	in	martial	arts.	As	an	optional	Fighting	Style,	add	Unarmed
(see	Tasha's	CoE).	While	not	a	powerful	in	the	long	run	as	a	monk,	a	fighter	skilled	in	Unarmed	combat	has	a	place	in	fighter	ranks.	Geisha:	Bard,	College	of	Love	(see	belowl).	Other	bards	that	find	their	way	into	Kara-Tur	would	be	the	College	of	Lore	(scholarly	musician),	College	of	Blades	(low-born),	and	College	of	Whispers	(disguised	ninja/shinobi).
Genin:	the	rank-and-file	ninja	would	be	best	described	as	Rogue	Assassin.	Shinobi	(ninja	with	magical	powers)	are	Monks	of	the	Way	of	Shadow.	Kensai:	Already	covered	in	Xandar’s	Guide.	Monk:	Most	true	monks	of	the	two	religions	are	members	of	the	Way	of	the	Open	Hand	or	the	Way	of	the	Drunken	Master.	Kensai	are	also	common	but	they	are
recluses	or	associated	with	martial	arts	schools	rather	than	true	monasteries.	Other	monastic	paths	are	possible	if	the	DM	allows.	Pioh	Shih:	See	Below.	While	the	class	is	more	associated	with	Shou	Lung	and	surrounding	regions,	Kozakura	has	similar	outriders	that	patrol	the	Imperial	Post	Road	and	other	major	byways	across	the	island.	The	Pioh
Shih	Ranger	Archetype	and	the	Rogue	Scout	fit	best.	Shan	Zhi:	Paladins	are	not	typically	a	characteristic	of	the	Orient;	the	Shan	Zhi	archetype	I	made	(see	below)	does	fit	in	as	either	a	foreigner	from	Shou	Lung	or	a	local	spiritually	inspired.	The	Green	Knight	paladin	is	the	only	other	core	paladin	archetype	that	might	be	found	here.	Shukenja:	Eight
Million	Gods	faith	would	be	a	Cleric	of	the	Spirit	Domain	(see	my	past	journal).	The	Path	of	Enlightenment	would	be	either	Law	or	Healing	Domain.	Barbarian	Shaman	would	be	best	as	Druids,	likely	Circle	of	Shepherds	(Xandar’s	Guide).		Sohei:	A	fighter	with	access	to	clerical	magic	upon	taking	this	sub-type.	See	Below.	Wu	Jen:	the	Mystic	Archetype
for	the	Wu	Jen	given	on	the	WOC/DM’s	Guild	site	is,	in	my	opinion,	unplayable	as	is.	I	recommend	making	the	Wu	Jen	a	sorcerer;	the	Unearthed	Arcana	and	Xandar’s	gives	sorcerers	tied	to	each	of	the	four	elements.	Oriental	Adventures	has	a	fifth	(Wood)	and	Wood	Element	Wu	Jen	would	get	access	to	a	few	Druid	or	Ranger	spells	like	Entanglement
or	Wall	of	Thorns.	All	Wu	Jen,	as	part	of	their	growth	of	power,	required	to	take	taboos	every	time	they	gain	a	rank	of	spells	(examples:	Sleep	facing	South;	abstain	from	eating	red	meat;	never	cut	your	hair	until	the	first	full	moon	of	autumn,	etc).	Breaking	a	taboo	results	in	losing	the	highest	spell	tier	available	until	restitution	is	made	by	undergoing	a
lengthy	(2+	day)	ritual	of	meditation	and	spiritual	cleansing.	Yakuza:	Yakuza	are	street	gangsters	in	Kozakura	and	best	used	as	a	background.	PCs	who	want	to	be	part	of	the	Yakuza	are	Rogues,	typically	members	of	the	Mastermind,	Thief,	or	Swashbuckler	Archetypes.	Swashbucklers	and	Scouts	might	instead	be	bodyguards	known	as	yojimba	or
bounty-hunters.	Fifth	Edition	Classes	to	Oriental	Adventures:	Artificer:	Only	the	Alchemist	archetype	would	be	native	to	Kozakura.	It	is	possible	that	Koryo	might	have	tinkerer	artificers	present	(re:	the	Korean	turtle	ship)	Warlock:	there	is	no	reason	that	warlocks	wouldn’t	be	present.	The	Five	Lords	of	the	OA	Feywild	(The	Dragon	King,	The	Pheonix
Princess,	the	Great	Turtle,	and	the	White	Tiger	of	the	West)	would	be	Fey	patrons	while	the	Oni	Lords	of	Hades	be	Fiendish	Patrons.	There	are	any	number	of	beings	that	would	be	Great	Old	One	Patrons.	Shinigami,	death	spirits	that	haunt	the	Shadowfey	(re:	the	anime	Death	Note)	are	the	patrons	of	Undead	path	Warlocks	(Sword	Coast).	Wizard:
most	true	wizards	in	Kozakura	are	outsiders.	The	exception	are	magicians	known	as	onmyoji;	they	are	typically	either	Abjuration	or	Divination	school.	Koryo	and	Shou	have	War	Wizards	while	some	kumo	(hengyokai	spiders)	and	other	evil	hengeyokai	practice	Illusion	or	Necromancy.	New	Subclasses	Barbarian:	Beast	Rider	Barbarians	whose	tribe	is
frequently	on	the	move	across	huge	tracts	of	wilderness	may	choose	to	take	the	Path	of	the	Beast	Rider.	Such	barbarians	bond	with	an	animal	mount	and	are	most	at	home	within	that	terrain	the	beast	is	suited	for.	Most	often	this	type	of	barbarian	are	the	Horse	Tribes	of	Fearun	and	distant	Kara-Taur	or	the	Desert	Riders	of	Zakhara	and	the	Great
Desert	of	Aurauch,	but	could	include	jungle	tribesmen	of	Chult	atop	of	an	elephant,	dwarven	herdsmen	of	the	northern	mountains	astride	their	war	rams,	gurgach	elves	atop	Dire	Stags	in	deep	forests,	goblin	wolf-riders	on	the	lonely	moors,	dire	boars	bearing	orc	and	half-orc	tribesmen,	Drow	mounted	atop	of	a	giant	spider	in	the	Underdark,	or	even
wild	Halflings	in	the	Shining	South	atop	giant	eagles	defending	their	hill	ranges.	The	mounts	available	to	the	character	should	be	determined	by	the	DM	at	the	beginning	of	the	campaign.	Rider	and	mount	are	bonded	in	a	special	way	that	the	two	act	as	a	single	fighting	unit,	giving	the	Beast	Rider	great	advantage	in	combat.	The	downside	for	the	Rider
is	that	most	mounts	are	unsuitable	in	dungeons.	Bound	Beast	Starting	at	third	level	when	you	choose	this	path	you	are	given	a	mount	to	bond	with.	The	creature,	if	animal	intelligence,	is	smarter	than	the	average	beast	of	that	type	and	quickly	becomes	bonded	with	you	and	can	understand	simple	commands.	Moreover,	it	will	defend	you	if	you	are
attacked,	gaining	the	Rage	ability	(once	per	long	rest	only).	If	you	mount	is	slain	however,	you	must	wait	2d4	weeks	to	find	and	bond	to	a	new	mount	(2d6	weeks	for	uncommon	mounts	such	as	dire	boars).	If	the	beast	possesses	less	hit	points	than	its	rider,	it	gains	a	hit	point	bonus	equal	to	its	master’s	Constitution	bonus	and	gains	an	equal	amount
every	level	that	the	Barbarian	advances.	If	the	mount	is	exceptional	(such	as	an	elephant)	it	may	take	some	time	for	its	rider	to	advance	before	it	gains	additional	hit	points.	While	mounted,	small	creatures	are	at	a	Disadvantage	to	attack	you	and	you	gain	your	mount’s	Strength	Bonus	to	damage	with	spears,	lances,	and	javelins	when	charging.
Mounted	Warrior	At	6th	level,	because	of	your	special	mounted	training,	you	do	not	suffer	a	penalty	for	firing	a	missile	weapon	from	horseback.	You	also	gain	an	advantage	to	Strength	Checks	to	avoid	being	dismounted.	Additionally,	your	mount	gains	an	attack	bonus	equal	to	your	Charisma	bonus	to	defend	you	in	combat	and	only	needs	a	short	rest
before	it	can	Frenzy	again.	Finally	you	can	urge	your	mount	to	run	faster,	gaining	+5	plus	your	Barbarian	level	in	feet/movement	per	round	but	it	must	make	an	exhaustion	check	for	every	turn.	You	are	acutely	aware	of	the	strengths	and	weaknesses	of	animals	akin	to	your	mount	and	can	diagnose	and	treat	disease	and	injuries	to	the	species	by
making	a	Healing	check	(gaining	a	+2	bonus	on	top	of	any	Wisdom	bonuses).	You	can	also	accurately	assess	the	value	of	any	mount	and	spot	attempts	to	hide	ailments	or	doctor	the	quality	of	the	mount.	Exceptional	Training	At	14th	level,	your	mount	can	now	make	multiple	attacks	or	take	a	Multiattack	action	(if	it	has	that	ability).	It	also	gains
additional	AC	equal	to	your	Strength	Bonus.	Cleric:	Shukenja	Shukenja	are	clerics	dedicated	to	serving	the	gods	and	spirits	of	the	Celestial	Bureaucracy.	They	are	found	in	Kara-Tur,	from	the	Dragon	Wall	to	the	Isles	of	Kozakura	and	the	jungle	lands	of	the	south.	They	not	only	have	a	bond	with	holy	sites	but	also	to	the	natural	world;	their	connection
to	it	is	not	as	developed	as	clerics	of	natural	deities	or	druids	but	instead	they	have	a	higher	awareness	of	the	spirit	world,	including	the	Fey	Wild	and	the	Shadowfell.	Additionally,	a	novice	shukenja	is	taught	the	skill	Perform	as	he	is	taught	the	secret	spirit	dances	and	songs	used	to	communicate	with	the	spirit	world.	They	have	the	power	to
communicate	with	spirits	and	can	also	heal,	rebuke	(turn)	and	even	command	or	banish	spirits.	Rebuking	and	controlling	spirits	works	much	like	the	Turn	Undead	ability	of	clerics	except	that	it	extends	only	to	spirits	(including	Fey,	Elementals,	Celestials,	Infernals,	and	Undead	such	as	ghosts).	The	rebuking	power	of	shukenja	does	not	work	on	elves
(because	of	their	strong	ties	to	the	mortal	realm).	Spirit	Domain	Unlike	clerics	of	Faerun,	most	clerics	in	Kara-Tur	serve	a	multitude	of	deities	and	spirits	that	serve	under	the	Divine	Emperor	and	his	edicts.	Instead	they	follow	different	philosophies	in	how	they	interpret	the	divine	will	of	the	gods	and	how	they	interact	with	the	faithful.	In	Shou,	the
main	two	philosophies	are	known	as	the	Path	and	the	Way.	The	Path	of	Enlightenment	is	generally	strict	and	methodical	with	strict	hierarchies	and	protocols	(Lawful)	while	the	Way	is	often	more	mystical	and	self-reflective	(Neutral	to	Chaotic).	Sects	of	the	two	philosophies	often	clash	with	one	another	politically	(and	occasionally	physically	in	the
streets),	on	the	whole	they	agree	on	principles	of	knowledge,	harmony,	fidelity	to	Heaven	and	one’s	ancestors,	and	balance	between	body	and	spirit,	yin	and	yang.	Spirit	Domain	Spells	Cleric	Level	Spells	1st	Bless,	Detect	Harmony	3nd	Augury,	Messenger	5th	Glyph	of	Warding,	Invisibility	to	Spirits	7th	Detect	Shapechanger,	Elemental	Bane	9th
Dream,	Far	Step	Meditation	At	first	level	a	shukenja	gains	the	ability	to	meditate	during	a	Long	or	Short	Rest.	While	meditating	as	he	rests,	he	does	not	require	the	need	to	eat,	drink,	or	sleep	and	can	go	without	food,	drink,	sleep	without	adverse	effects	up	to	three	days	if	meditation	is	used.	Additionally	he	gains	resistance	to	the	effects	of	heat	and
cold	in	terms	of	discomfort	and	exhaustion	while	in	a	meditative	stance.	Heal/Rebuke	Spirit	At	3rd	level	a	shukenja	gains	the	ability	to	use	his	spirit	to	heal	or	rebuke	spirits	once	per	Short	or	Long	Rest.	Healing	spirits	requires	the	shaman	to	physically	touch	the	spirit,	restoring	2d4	+	level	x	2.	This	ability	works	to	a	lesser	extent	with	normal	people
except	it	doesn’t	heal	hit	points	but	gives	the	target	on	the	shaman’s	turn	an	addition	chance	to	save	against	the	effects	of	fear,	blindness,	or	confusion.	Rebuking	spirits	is	made	much	like	the	Turn	Undead	ability	of	clerics.	The	shaman	performs	a	chant	of	rebuke	or	similar	ceremony	to	drive	back	the	spirit.	The	spirit,	if	it	can	see	the	shaman	or	hear
him	within	30	feet	must	make	a	Wisdom	saving	throw.	If	it	fails,	the	spirit	is	turned	for	one	minute	or	until	it	takes	any	damage.	A	rebuked	spirit	spends	its	turns	moving	away	from	the	shaman	as	per	the	Turn	Undead	Rule.	Celestials	and	Infernal	beings	of	CR	rating	2	or	more	get	a	+2	bonus	to	resist	and	beings	of	CR	rating	of	15	or	more	are	immune
to	rebuking.	Commune	with	Spirit	Starting	at	5th	level	a	shukenja	can	perform	a	ritual	commune	with	a	nature	or	ancestral	spirit	once	per	Short	or	Long	Rest.	Communing	takes	ten	minutes	and,	depending	on	the	spirit	communicated	with,	is	either	identical	to	the	cleric	spell	Augury	(if	communicating	to	a	nature	spirit)	or	Speak	with	Dead	(if	an
ancestral	spirit	or	the	spirit	of	a	deceased	person	encountered,	as	per	the	cleric	spell).	Control/	Banish	Spirit	Starting	at	7th	level	a	shukenja	can	attempt	to	command	or	banish	a	spirit.	If	a	shaman	attempts	to	rebuke	a	spirit	and	it	fails	and	its	CR	rating	is	at	or	below	a	certain	threshold,	it	must	either	perform	an	action	for	the	shaman	in	atonement
(as	per	the	Command	spell)	or	it	can	be	banished	back	to	its	plane	of	existence	(as	per	the	Banish	spell).	Ghosts	and	other	incorporeal	undead	are	banished	back	to	the	spirit	world	(the	Shadowfell)	but	since	they	aren’t	destroyed	(as	is	the	case	of	a	cleric’s	divine	channeling)	may	return	to	haunt	once	more	at	a	later	date.	Command/Banish	Spirits
Shaman	Level	Commands/Banish	Spirits	of	Cr…	7th	½	or	lower	9th	1	or	lower	12th	2	or	lower	15th	3	or	lower	18th	4	or	lower	Commune	with	Greater	Spirit	At	10th	level	you	can	ask	questions	of	a	greater	spirit	(nature,	elemental,	or	ancestral)	to	advise	you.	This	is	the	same	as	a	Commune	spell,	but	is	cast	as	a	ritual	and	requires	a	shrine	or	site	that
contains	an	aura	favorable	to	the	spirit	(such	as	a	lava	lake	for	a	fire	primordial).	Fighter:	Sohei	Temple	warriors	of	Kara-Tur,	Sohei	are	fighters	devoted	to	a	temple	or	sect	and	defend	it	and	its	followers.	Though	primarily	fighters,	they	receive	some	religious	training	and	a	number	become	are	sometimes	invested	not	only	with	religious	fervor	but
divine	power,	gaining	the	ability	to	cast	some	clerical	spells.	While	not	as	versatile	as	the	monk	nor	the	divine	weapon	that	a	paladin	is,	the	sohei	is	still	important	to	the	martial	prowess	and	defense	that	religious	sects	in	Eastern	Lands	over	their	domains.	Divine	Spellcasting	At	3rd	level	a	Sohei	gains	the	ability	to	cast	Clerical	spells	in	addition	to	her
martial	prowess.	Spells	chosen	are	from	the	Clerical	spell	list	but	are	likely	selected	in	preference	to	the	domain	of	the	sect	the	Sohei	serves	or	the	Domain	of	War	(as	a	default).	Cantrips.	A	Sohei	starts	off	with	two	cantrips	of	her	choice	from	the	Clerical	list	and	gains	a	third	at	10th	level.	Spell	Slots.	Sohei	gain	Clerical	spells	at	the	same	rate	as



Eldrich	Knights	gain	Wizard	spells.	You	use	the	same	table	to	calculate	the	number	of	spell	slots	you	have	to	cast	spells	of	1st	level	and	higher.	To	cast	one	of	these	spells,	you	must	expend	a	slot	of	the	spell’s	level	or	higher.	You	regain	all	expended	spell	slots	when	you	finish	a	long	rest.	Preparing	Spells	of	1st-Level	and	Higher.	Like	clerics,	you
prepare	a	list	of	spells	that	are	available	for	you	to	cast	that	day.	When	you	do	the	number	of	spells	you	can	prepare	is	Fighter	level	halved	+	your	Wisdom	modifier	(minimum	of	one	spell).	The	spells	must	be	of	a	level	for	which	you	have	spell	slots.	Casting	a	spell	doesn’t	remove	it	from	your	list	of	prepared	spells.	As	with	clerics,	you	can	change	your
prepared	list	after	you	complete	a	long	rest.	Spellcasting	Ability.	Wisdom	is	the	spellcasting	ability	for	your	spells.	Spell	save	DC	=	8	+	your	proficiency	bonus	+	your	Wisdom	modifier	Spell	Attack	Modifier	=	your	proficiency	bonus	+	your	Wisdom	modifier	Ritual	Casting.	You	can	cast	a	spell	as	a	ritual	if	it	has	a	ritual	tag.	Weapon	Saint	At	3rd	level
you	impart	some	of	your	divine	power	into	a	chosen	weapon.	The	ritual	take	one	hour	to	perform,	which	can	be	done	over	a	short	rest.	The	weapon	must	be	within	your	reach	during	the	course	of	the	ritual	for	it	to	work.	While	it	is	bonded	with	the	sohei,	it	gains	a	radiant	damage	bonus	equal	to	your	Proficiency	bonus	+	Wisdom	Modifier.	If	you
attempt	to	bond	with	another	weapon	you	lose	the	bond	with	the	first.	Righteous	Fury	At	7th	level	a	Sohei	can	tap	into	his	fighting	spirit	(ki)	and	unleash	a	reckless	flurry	of	blows	during	a	battle.	For	a	number	of	rounds	equal	to	his	Proficiency	Bonus	he	gains	an	extra	combat	action	and	advantage	to	hit	but	at	the	cost	of	giving	her	opponents
advantage	to	strike	back.	Once	this	feature	is	used	it	cannot	be	done	again	until	the	sohei	has	taken	a	short	or	long	rest.	Fight	to	the	Finish	At	10th	level	your	religious	fervor	can	drive	you	continuing	to	fight	when	others	have	fallen.	Unless	killed	outright	by	an	attack	(as	per	the	‘Dropping	to	0	Hit	Point’	rules),	when	you	reach	0	hit	points	you	can
voluntarily	keep	fighting	rather	than	falling	unconscious.	When	you	do	so,	you	now	keep	track	of	“negative	hit	points”	and	must	make	a	Death	Saving	roll	at	the	end	of	every	round	you	keep	fighting	on.	If	you	fail	three	Death	Save	rolls	or	accumulate	negative	hit	points	equal	to	your	normal	hit	points	(including	any	reduction	due	to	Necrotic	damage)
you	automatically	die.	Divine	Mastery	Starting	at	15th	level,	when	you	use	your	action	to	cast	a	spell,	you	can	make	one	weapon	attack	as	a	bonus.	Channel	Fervor	At	18th	level,	when	you	make	a	successful	weapon	strike	you	can	channel	a	spell	slot	into	inflicting	an	extra	2d6	radiant	damage	into	the	hit.	You	may	expend	more	spell	slots	for	an
additional	2d6	radiant	damage	per	slot.	Paladin:	Shan	Zi	(Rune	priest/	Rune	warrior)	At	first	glance	the	paladin	seems	out	of	place	in	the	Orient	but	within	Shou	there	is	a	unique	class	of	divine	warrior	who	embodies	the	devotion	of	Paladin	but	who	channels	their	divinity	through	magical	glyphs	and	is	devoted	to	the	belief	that	the	written	word	itself	is
divine.	Those	devoted	to	the	Oath	of	the	Divine	Word	are	called	Shan	Zi,	loosely	translated	into	the	common	tongue	of	Faerun	as	Rune	Priest	or	Rune	Warrior.	A	devote	of	this	Oath	sees	the	written	word	as	a	divine	gift,	an	embodiment	of	the	Path	of	Enlightenment	and	font	for	the	divine	power	of	the	Celestial	Ones.	A	paladin	who	takes	the	Oath	of	the
Divine	Word	studies	the	art	of	calligraphy	as	an	expression	of	both	art	and	a	focus	of	divine	power.	Often	seen	wandering	about	the	lands	of	the	Empire	and	neighboring	nations	these	rune	priests	seek	out	knowledge	of	the	written	word	and	teach	literacy	to	any	that	would	desire	enlightenment.	Their	common	goal	is	to	protect	knowledge	and	defend
those	who	seek	to	preserve	and	produce	works	of	truth	and	beauty	while	punishing	anyone	wanting	to	destroy	knowledge,	promotes	ignorance	and	subverts	truth	with	fabrications.	Shan	Zi	can	be	Good,	Evil,	or	Neutral	but	are	almost	always	Lawful.	Tenants	of	the	Divine	Word	Honesty.	Truth	is	divine	even	if	it	isn’t	always	beautiful.	Understanding	the
truth	frees	one	to	make	moral	choices.	Knowledge.	Learning	how	to	understand	the	truth	is	the	key	to	enlightenment.	Writing	is	the	true	gift	of	the	Celestials	to	mortal	kind	and	through	it	the	truth	passes	down	from	teacher	to	student	over	the	generations.	It	is	through	the	written	word	that	one	may	gain	true	immortality.	Harmony.	It	is	through
knowledge	and	meditation	that	a	mortal	can	understand	the	will	of	the	Celestials	and	see	the	consequences	of	his	actions	on	earth.	It	is	through	contemplation	and	careful	direction	of	his	efforts	that	he	can	achieve	harmony	and	peace.	Fidelity.	Loyalty	to	one’s	friends	and	companions;	loyalty	to	one’s	ancestors.	These	are	the	embodiments	of	the	Path
of	Enlightenment	as	it	is	through	working	together	that	mountains	are	moved	and	ignorance	is	banished.	Channel	Divinity	When	you	take	this	oath	at	3rd	level,	you	gain	the	following	two	abilities:	Word	of	Bravery:	you	can	bond	with	a	blade	(either	a	one	or	two-handed	sword)	through	a	ritual	that	takes	one	hour	(a	short	rest)	to	complete	in	which	you
meditate	with	the	blade	in	your	grasp.	At	the	end	of	the	ritual	magical	glyphs	appear	on	the	sword.	As	an	action	you	can	use	your	channel	divinity	power	write	a	glowing	magical	rune	in	the	air	to	give	an	effect	to	you	and	any	allies	within	10	feet	resistance	to	one	of	the	following	damage	effects	(your	choice):	Lightning,	Cold,	Fire,	Force,	Necrotic.
Word	of	Vengeance:	As	an	action,	you	activate	the	runes	on	your	blade	by	make	sweeping	motions	to	make	a	glowing	rune	of	vengeance.	As	long	as	you	concentrate	on	the	runes,	any	creature	that	attacks	you	or	an	ally	you	are	defending	is	struck	by	2d4	+	your	proficiency	bonus	in	either	radiant,	necrotic,	or	lightning	damage	(depending	on	your
alignment).	Aura	of	Harmony	At	7th	level	an	aura	of	harmony	and	devotion	surrounds	you,	giving	all	creatures	around	you	a	clear	purpose	and	unity.	You	add	your	proficiency	bonus	to	your	initiative	and	to	all	allies	within	10	feet.	At	18th	level	this	range	increases	to	30	feet.	Words	of	Fiery	Fidelity	At	15th	level,	as	an	action,	you	may	use	your	blade	to
make	sweeping	strokes	in	the	air	to	create	glyphs	of	a	blue	flame	that	strikes	a	target,	dealing	it	d10	+	your	proficiency	bonus	+	Charisma	modifier	(no	save)	of	radiant	damage;	enemies	adjacent	to	the	target	(up	to	10	feet)	take	half	that	amount.	Additionally	the	blue	flame	heals	any	adjacent	allies	of	yours	next	to	the	target	an	equal	amount	to	half
the	damage	done	to	the	target.	You	may	do	this	action	a	number	of	times	equal	to	your	proficiency	level;	the	number	of	times	you	may	use	this	power	is	reset	after	taking	a	long	or	short	rest.	Serene	Master	At	20th	level,	as	an	action,	you	take	on	the	appearance	of	a	wise,	ancient	sage	surrounded	by	glowing	glyphs	and	divine	light	that	illuminates	the
area.	Using	your	action,	your	transformation	allows	you	for	1	minute	to	do	the	following	benefits:	●	Grant	all	allies	within	30	feet	the	effect	of	a	Bless	spell	●	Rebuke	all	opponents	within	30	feet	for	their	dishonorable	actions.	They	must	make	a	Will	save	or	be	at	a	disadvantage	to	combat	checks	for	d4	rounds.	Enemies	who	critically	fail	this	must
make	a	second	Will	Check.	If	they	save,	they	will	flee	away	from	you	but	those	who	fail	are	under	the	effect	of	a	Command	spell	(undead	creatures	are	immune	to	the	Command	effect	though	may	still	flee).	Ranger:	Piao	Shih	Piao	Shih	(“Dart	Master”)	are	protectors	of	roads,	travelers,	and	caravans	within	the	Empire	of	Shou	Lung	and	of	the	trade
routes	that	link	to	neighboring	countries,	including	the	Silk	Road	to	Faerun.	Within	the	empire	they	are	recognizable	for	their	heavy	war	darts	that	they	throw	from	horseback	in	addition	to	their	skill	in	other	missile	weapons	(treat	as	a	javelin).	Piao	shih	are	protectors	for	hire	or	loyal	servants	to	the	empire,	negotiating	with	bandits	and	other
adversaries	where	they	can,	hunting	them	when	necessary	to	ensure	the	roads	remain	relatively	safe	and	their	clients	arrive	where	they	need	to	be.	Piao	Shih	freely	mix	with	scouts,	barbarians,	and	even	the	occasional	honorable	bandit	and	monster	that	haunt	the	highways	and	byways	of	Kara-Tur.	Piao	Shih	Magic	Starting	at	3rd	level	you	gain	an
additional	spell	when	you	reach	certain	levels	in	this	class.	Level	Spell	3rd	Snare	5th	Enhance	Ability	9th	Tongues	13th	Hallucinatory	Terrain	17th	Mislead	Road	Trip.	The	preferred	terrain	of	the	piao	shih	can	be	best	said	to	be	the	open	road	rather	than	any	one	wilderness	region	but	they	usually	become	most	familiar	with	the	particular	terrain	of	a
regular	route	that	they	travel	through.	Like	regular	rangers,	the	piao	shih	chooses	a	favored	terrain	but,	at	3rd	level,	in	addition	to	the	usual	terrain	benefits	you:	●	Gain	knowledge	of	all	major	roads	and	trails	through	the	region,	major	stop	points,	and	knowledge	and	reputation	of	bandits	and	important	monsters.	●	Extensive	knowledge	of
settlements,	caravansi,	inns,	and	watering	holes	along	those	routes,	with	contacts	and	possible	warnings	involving	those	places.	●	Groups	traveling	with	you	while	traveling	on	roads	and	train	gained	+25%	increased	overland	movement	per	day.	●	You	gain	advantage	at	anticipating	and	spotting	ambushes	along	roads	and	trails	within	your	favored
region.	Negotiator.	As	a	one	who	has	to	regularly	make	broker	deals	with	merchants,	guards,	and	the	occasional	bandit,	at	3rd	level	you	gain	a	free	proficiency	in	both	Insight	and	Persuasion.	Defensive	Command.	Your	training	in	defending	others	gives	you	a	natural	ability	to	command	the	defense	of	your	comrades	in	combat.	You	gain	Command
Points	equal	to	your	Proficiency	bonus.	If	you	choose	to	spend	one,	a	targeted	ally	gains	an	AC	bonus	equal	to	your	Dexterity	modifier	(minimal	+1	AC)	until	your	next	round	of	action.	You	regain	Command	Points	after	a	short	or	long	rest.	At	10th	level	you	may	choose	to	instead	spend	a	Command	Point	to	give	all	allies	within	10	feet	of	you	an	AC
bonus	equal	to	your	Dexterity	Modifier	until	your	next	turn.	Horse	Mastery.	At	7th	level	you	gain	the	ability	to	leap	aboard	your	mount	as	a	bonus	action,	costing	you	no	movement	other	than	to	move	adjacent	to	it.	If	you	take	at	least	three	days	to	spend	time	with	your	mount,	you	can	command	it	to	Dash,	Disengage,	and	Charge	as	a	Free	Action.	Your
Mount	also	gains	advantage	for	saving	throws	against	Fear	and	you	can	make	missile	attacks	with	spear,	dart,	javelin,	or	horse	bow	from	atop	your	mount	at	no	penalty.	Crowd	Control.	At	11th	level	you	can	use	your	action	to	fire	a	volley	of	missiles	that	pin	down	a	group	of	enemies	within	10	feet	of	a	spot	you	can	see	within	your	weapon’s	range.	All
enemies	within	that	area	gain	disadvantage	on	the	following	initiative.	You	must	have	one	dart	or	arrow	for	every	two	enemies	within	the	area	effect.	Hidden	Path.	At	15th	level	you	gain	advantage	with	stealth	in	your	preferred	terrain	and	this	extends	to	your	mounts.	You	are	also	skilled	in	covering	the	tracks	of	others	and	laying	down	false	paths.
Any	group	you	lead	through	the	wilderness	can	travel	stealthily	at	their	normal	speed	and	groups	tracking	them	do	so	at	disadvantage.	Your	knowledge	of	pathways	through	a	region	now	extends	to	secret	pathways	that	pass	through	the	Underdark,	Fey	Wild,	or	the	Shadowfell	though	navigating	along	them	is	still	not	easy	for	you.	Page	6	Did	you
know	that	all	of	Europe	is	about	the	same	size	as	94%	of	China?	Lumping	China,	India,	Japan,	Korea,	and	other	cultures	in	that	continent	is...	just	extremely	reductionist.	I	care	not;	Slavic	culture	in	nothing	like	the	French,	but	D&D	lumps	them	into	one	fantasy	world	anyway.	log	in	or	register	to	remove	this	ad	I	would	stay	away	from	it,	as	I	don't	have
any	connection	to	it.	I	would	however	love	to	read	it	if	it	was	done	by	people	familiar	with	oriental	culure.	I	wouldn't	exoticize	Asian	or	any	other	elements	at	all	be	putting	them	into	a	special	book.	What	a	lot	of	people	kind	of	forget	is	that	the	D&D	world	isn't	ours.	The	practices	that	emerged	in	Asian	or	Africa	or	anywhere	else	aren't	necessarily
going	to	be	portioned	off	far	away	from	the	fake	European	stuff.	There	would	be	different	fusions	and	evolutions	of	culture.	I'd	just	start	adding	things	into	books	and	UA	material	and	just	having	it	just	be	part	of	the	default	D&D	tool	box.	Next	big	book?	Maybe	there's	a	Ninja	Rogue	or	a	Samurai	Fighter.	New	equipment	comes	out	and	there's	a
katana	as	well	as	a	boomerang	and	a	chakram.	The	monster	books	start	having	lungs	and	hopping	vampires	and	were-hyenas	(actually	no.	If	you	know	what	they're	all	about...	no)	in	addition	to	the	strictly	European	concepts	of	Oni	and	Ten--I	mean	Kenku	that	we	already	have.	Follow	up	question.	Why	is	putting	every	Asian	culture	in	a	blender	and
taking	elements	for	your	setting	wrong.	Have	we	not	done	the	same	to	European	cultures	with	most	D&D	settings?	It's	not	wrong	per	se...	if	everything	else	was	equal.	But	the	problem	is	that	(white)	Westerners	have	always	lumped	all	people	of	whatever	region	together.	All	Africans	are	the	same,	all	Asians	are	the	same,	etc.	Which	isn't	OK.	So	while
there	shouldn't	be	a	problem	blending	various	Asian	countries	together	the	way	a	thousand	years	of	European	countries	have	been	blended	together	for	typical	D&D	setting...	well,	there	is.	Must	be	an	american	thing.	Funny	how	they	make	a	fuss	about	a	term	like	oriental	but	are	fine	with	how	the	vistani	are	presented	in	CoS.	That	would	be	a	no-go
from	an	european	POV	A	while	ago,	I	had	a	"conversation"	on	reddit	with	someone	who	was	completely	fine	about	how	the	Vistani	were	depicted	because,	in	this	person's	experience	(he	said	he	lived	in	Romania)	"half	of	all	Romani	are	thieves	and	drunks	anyway,	so	it's	accurate."	And	going	by	Wikipedia,	there's	still	a	lot	of	bigotry	towards	Romani	in
Europe,	so	I	don't	think	that	it's	just	"an	American	thing."	I	care	not;	Slavic	culture	in	nothing	like	the	French,	but	D&D	lumps	them	into	one	fantasy	world	anyway.	So	instead	of	saying	"They've	been	lumping	in	European	cultures	together	so	why	not	Asian",	wouldn't	a	better	solution	be	"Let's	not	lump	all	east	Asian	cultures	together,	and	let's	put	out
material	that	distinguishes	the	various	European	cultures."?	There's	nothing	to	my	knowledge	that	is	preventing	anyone	from	doing	a	European	sourcebook	that	highlights	the	different	cultures	in	Europe.	I'm	reminded	of	a	quote:	"There	are	two	types	of	people	in	the	world--those	who	say	"It	happened	to	me,	so	why	not	everyone	else."	and	"it
happened	to	me,	so	I	don't	want	anyone	else	to	go	through	the	same	thing."	I	care	not;	Slavic	culture	in	nothing	like	the	French,	but	D&D	lumps	them	into	one	fantasy	world	anyway.	I	mean,	5E	doesn't	really.	Nothing	in	the	Sword	Coast	stands	out	to	me	as	particularly	Slavic	(or	French	either).	Maybe	the	closest	would	be	Icewind	Dale,	but	hey	that
region	got	its	own	adventure	book!	"Let's	not	lump	all	east	Asian	cultures	together,	and	let's	put	out	material	that	distinguishes	the	various	European	cultures."	Because	that's	not	necessary,	at	all.	While	Asia	is	just	as,	probably	even	more,	diverse	from	Europe	it's	wildly	foolish	to	say	that	there	are	not	common	cultural	threads	that	run	throughout
East	Asia.	This	is	especially	true	where	Korea/Japan/China	are	concerned,	since	their	histories,	culture,	languages	are	inextricably	tangled	together	from	millennia	of	interaction.	I	do	not	find	bastardized/"reduced"	Medieval	European	inspired	fantasy	offensive.	I	do	not	find	bastardized/"reduced"	East	Asian	inspired	fantasy	offensive.	If	the	fantasy
depiction	of	our	"Asian"	analog	had	buck	teeth,	squinting	eyes,	and	tottered	around	clumsily	I	would	find	THAT	offensive.	So	instead	of	saying	"They've	been	lumping	in	European	cultures	together	so	why	not	Asian",	wouldn't	a	better	solution	be	"Let's	not	lump	all	east	Asian	cultures	together,	and	let's	put	out	material	that	distinguishes	the	various
European	cultures."?	There's	nothing	to	my	knowledge	that	is	preventing	anyone	from	doing	a	European	sourcebook	that	highlights	the	different	cultures	in	Europe.	I'm	reminded	of	a	quote:	"There	are	two	types	of	people	in	the	world--those	who	say	"It	happened	to	me,	so	why	not	everyone	else."	and	"it	happened	to	me,	so	I	don't	want	anyone	else	to
go	through	the	same	thing."	There	are	already	several	RPGs	that	do	break	out	western	cultures	into	more	specific	subgroups.	But	frankly,	they’re	not	D&D.	D&D	is	a	kitchen	sink	fantasy	world	that	tries	to	cover	as	many	tropes	and	stereotypes	as	it	can	with	one	big	brush.	For	a	D&D	book,	I’d	rather	broad	strokes	I	can	break	down	further	rather	than
too-specific	a	book	I	need	dozens	of	to	run	the	game	I	want.	Would	I	object	to,	for	example,	a	Three	Kingdoms	D&D	RPG?	No,	but	if	I	can	get	one	that	covers	China,	Japan,	Korea,	Vietnam,	Siam,	Burmese,	Thailand	and	half	a	dozen	others	in	one	volume	I’d	appreciate	that	more.	The	first	thing	I	would	do	if	I	were	creating	Oriental	Adventures	5E	is
float	the	idea	on	an	internet	forum	just	to	see	whether	anybody	reacts	negatively	to	the	word	"Oriental."	Or	you	could	look	it	up.	From	what	I	read	when	I	googled	"is	the	word	oriental	offensive,"	the	consensus	seemed	to	be	"the	word	itself	isn't	offensive	but	can	be	used	in	an	offensive	way,	mostly	when	it's	used	to	Other	and	'Exoticize'	Asians."	I	think
there	is	a	good	reason	to	lump	the	Asian	cultures,	precisatly	to	be	more	politically	correct.	Somebody	could	use	the	fictional	equivalent	of	that	nation	to	show	his	own	predjudices.	For	example	the	oni/mage-ogres	as	an	analogy	of	the	imperial	Japanese	invaders	for	the	second	world	war,	the	Jiang-Shi	(jumping	vampires..)..	Even	people	with	the	same
roots	can	have	got	very	different	points	of	view,	for	example	a	Chinese-speaker	from	Beijing,	Hong-Kong,	Taiwan	and	Chinatown	in	san	Francisco.	Chinese	censorship	is	very	hard,	and	some	videogames	have	changed	some	things,	for	example	a	skin	of	Fornite	replacing	the	skull	with	other	face.	---	Hasbro	has	got	contacts	and	links	with	some	Chinese,
Sourth-Korean	and	Japanese	companies.	Hasbro	sinceretly	wants	to	be	loved	by	the	different	Asian	markets,	and	they	are	the	first	ones	to	want	to	avoid	those	troubles.	I	guess	the	first	step	is	to	publish	only	"crunch",	allowing	other	to	create	their	own	flurr/lore/background,	and	let's	await	the	reaction	by	the	rest.	(Do	allow	me	to	publish	this	as
possible	source	of	inspiration).	Last	edited:	Mar	19,	2021	This	is	especially	true	where	Korea/Japan/China	are	concerned,	since	their	histories,	culture,	languages	are	inextricably	tangled	together	from	millennia	of	interaction.	The	very	fact	that	you	would	make	this	comment	in	support	of	lumping	all	of	them	together	into	a	generic	thing	is	exactly	why
the	problem	exists	in	the	first	place.	Having	lived	in	Korea	for	several	years	myself,	this	approach	is	highly	offensive	to	many	Koreans,	who	have	spent	literal	centuries	fighting	to	keep	their	culture	alive	from	invaders	(Japan	on	several	occasions).	I'm	sure	your	"I'm	not	offended"	by	lumping	them	together	gives	little	comfort	to	the	people	you're
talking	about.	You're	talking	about	a	culture	that	literally,	on	more	than	one	occasion,	suffered	from	occupiers	that	tried	to	erase	their	history,	culture,	and	even	language	from	existence.	So	just	lumping	them	into	Japan/Chinese	hybrid	is...very	problematic	to	say	the	least.	The	very	fact	that	you	would	make	this	comment	in	support	of	lumping	all	of
them	together	into	a	generic	thing	is	exactly	why	the	problem	exists	in	the	first	place.	Having	lived	in	Korea	for	several	years	myself,	this	approach	is	highly	offensive	to	many	Koreans,	who	have	spent	literal	centuries	fighting	to	keep	their	culture	alive	from	invaders	(Japan	on	several	occasions).	I'm	sure	your	"I'm	not	offended"	by	lumping	them
together	gives	little	comfort	to	the	people	you're	talking	about.	Bold	of	you	to	assume	my	cultural	heritage.	Does	Korean	culture,	Japanese	culture,	and	Chinese	culture	skew	more	collectivist,	or	more	individualistic?	Since	you	lived	in	Korea	you	know	the	answer	to	this	question;	I	just	don't	know	whether	or	not	you've	got	the	intellectual	honesty	to
admit	it.	Because	if	the	answer	is	'yes'	then	I	am	correct	in	saying	that	common	threads	run	through	their	culture	and	it	demonstrates	you're	just	outrage	mongering/splitting	hairs.	I	like	the	way	Coyote	&	Crow	and	Harlem	Unbound	are	doing	it.	Get	a	group	of	talented	creators	from	that	background.	Let	them	organize	it	and	tell	their	story.	Let	them
tell	gamers	how	to	play	it	respectfully	and	to	educate	us	who	are	open	to	learning.	In	the	case	of	what's	happened	in	D&D	until	now,	let	them	take	what	they	want	and	drop	the	rest.	Bold	of	you	to	assume	my	cultural	heritage.	where	in	my	quote	did	I	assume	what	your	heritage	is?	Point	it	out	please?	Does	Korean	culture,	Japanese	culture,	and
Chinese	culture	skew	more	collectivist,	or	more	individualistic?	Since	you	lived	in	Korea	you	know	the	answer	to	this	question;	I	just	don't	know	whether	or	not	you've	got	the	intellectual	honesty	to	admit	it.	That	has	nothing	to	do	with	how	they	are	portrayed	in	the	game,	from	artwork	to	text	to	other	presentations.	And	you	know	it,	since	that's	the
topic	of	what	this	discussion	is	about.	Hint:	don't	accuse	others	of	lacking	in	intellectual	honest	immediately	after	making	a	strawman.	where	in	my	quote	did	I	assume	what	your	heritage	is?	Point	it	out	please?	That	has	nothing	to	do	with	how	they	are	portrayed	in	the	game,	from	artwork	to	text	to	other	presentations.	And	you	know	it,	since	that's	the
topic	of	what	this	discussion	is	about.	1.)	"...comfort	to	the	people	you're	talking	about."	Implicitly	assumes	I	am	other	than	those	people.	2.)	The	topic	has	clearly	shifted	toward	whether	or	not,	in	premise,	"it	is	ok	to	draw	from	many	different,	but	unarguably	interconnected,	cultures	to	create	a	bastardized	analog".	So	my	comments	are	entirely	on
point.	To	make	it	very	clear	since	I	think	you,	(intentionally),	missed	my	point	is	that	there	DO	exist	common	threads	among	Eastern	cultures	to	draw	from	just	as	there	DO	exist	common	threads	among	Western	cultures	to	draw	from.	1.)	"...comfort	to	the	people	you're	talking	about."	Implicitly	assumes	I	am	other	than	those	people.	2.)	The	topic	has
clearly	shifted	toward	whether	or	not,	in	premise,	"it	is	ok	to	draw	from	many	different,	but	inarguably	interconnected,	cultures	to	create	a	bastardized	analog".	So	my	comments	are	entirely	on	point.	Inferring	that	you're	not	Korean	is	not	the	same	as	inferring	or	assuming	what	your	heritage	is.	Those	are	different	things.	And	no,	your	comment	is	not
on	point,	because	it	displays	a	huge	ignorance	of	the	history	of	that	region.	The	very	fact	that	you	would	make	this	comment	in	support	of	lumping	all	of	them	together	into	a	generic	thing	is	exactly	why	the	problem	exists	in	the	first	place.	Having	lived	in	Korea	for	several	years	myself,	this	approach	is	highly	offensive	to	many	Koreans,	who	have
spent	literal	centuries	fighting	to	keep	their	culture	alive	from	invaders	(Japan	on	several	occasions).	I'm	sure	your	"I'm	not	offended"	by	lumping	them	together	gives	little	comfort	to	the	people	you're	talking	about.	You're	talking	about	a	culture	that	literally,	on	more	than	one	occasion,	suffered	from	occupiers	that	tried	to	erase	their	history,	culture,
and	even	language	from	existence.	So	just	lumping	them	into	Japan/Chinese	hybrid	is...very	problematic	to	say	the	least.	So	I	guess	it	would	be	a	problem	if	we	mix	French	and	German	in	a	fantasy	environment?	I	don't	see	you	responding	to	the	substantive/on	topic	portion	of	my	post.	I'm	struggling	to	find	the	substance	of	your	post.	Yes,	these
countries	all	border	each	other	and	have	a	degree	of	shared	history.	Beyond	that,	I	find	there	is	little	that	unites	these	countries	that	merits	them	lumped	into	the	same	book.	I	don't	even	think	the	"collective	vs.	individualistic"	thing	is	even	true	for	some	of	these	countries.
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